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FRONT END 



EDITORIAL • NEWS • LETTERS 

7 ED-LINES 

Amstrad Action is ONE YEAS OLD today!: Newa of 
the celebrations live by satellite from Somertori, 
plus the rnyatery ef ft* vanishing Toot - was ha 
kidnapped? Turn to page Seven. 

8 REACTION 

Your news, views, blues and... well, anything else 
you fancied telling us about enough to put pen (o 
paper. Four full pages of it too. 

1 2 AMSCINE 

All you need to know to keep your finger on the 
racing pulse of Arnold and Joyce. 



SERIOUS SIDE 



REVIEWS • ARTICLES • PROFILES 



1 9 P Aft LIZ VOUS FRANCA 15? 

Our roving reporter has been out and about sur la 
continent - sampling the wine, relaxing in Ihe bistro 
and spiffing out the French software scene. See the 
Previews on page 58 too. 




12 ABSOLUTE BEGINNERS - Part 
5 

Everything you wanted to know about programm- 
ing in Basic but were far to embarrassed to even 
suggest that you weren't the definitive wisdom on, 

24 BOOTING UP CP/M - Part 3 

It came free with your machine so you might as well 
use it. Matt moves on to the STAT command this 
tune round. 

26 THE BIG DISK DRIVE 

Andy Wilton looks at a SH-inch disc drive add-on 
that enables Arnold to read discs written in almost 
any formal - including IBM PC - and provides BOOK 
of storage. 

28 IMAGER & SDJSC 

A system for transferring tapes to discs which 
discourages pirates too t and a device that lets you 
in on that unused 64K of RAM, 



32 MICRODRAFT 

Computer-Aided-Design (CAD to yoa) for your 
Arnold. 




35 THE IMAGE SYSTEM 

A Colour Drawing package comes under the scrut- 
iny of Andy Wilson. 

36 PASCAL 

Three versions of this powerful alternative to Basic 
compared. 

38 DATA GALORE! 

A powerful database and Book reviews wind up 
Serious Software. 



ACTION & ADVENTURE 



GAMES • MAPS • THE PILGRIM 

41 ACTION TEST STARTS HERE! 

Turn to Bus page for a fuU list of the games 
reviewed in the next 19 pages, and your Top Ten 
Chart. These are just the Raves.,. 

42 JACK THE NIPPER 

Nappy naughtiness in cartoon graphics from Grem- 
lin Graphics, 

44 GHOSTS'N GOBLINS & STORM 

Spook the spooks in this great title frorn Elite, and 
genuine two-player arcade adventure action from 



46 3D STAR5TR1K1 II 
Real Time/Firebird hit the Ma^tergiime slot with this 
excellent sequeL solid 3D graphics - need I say 




Colour Origination: W<j$SO* KaprodUCHOn*. Wells Road, 
Bristol BS4 DQL Printing"* RedwQed Wab OtfteE. Yfe&mana 
Way, Trowbridge, Wila, Di»i3dJmtion: Soymoar PresM, 33* 

Gnxron RgkJ, London SW9 7 AC 
(Disaribation & suhfcriplicna in lha Ntttheriandi: INFO-DATA 
COMPUTERS. Potibui 07, 3600 JUB, AmeTjtoci , Phftftii 03$- 
630167. Eetsil price; m 7 90) 



0 RJtur* Publi thing Lid 1906 



52 NEXUS A THRUST 

At. miusuai run-arc urd sr.d search em-up ErOTO 
Neris. and superb vector graphics space action 
from Firebird - it almost made Mastergarr.c. 

54 KNIGHT GAMES 

Maiming Mediaeval Action from English Software. 

58 PREVIEWS 

An early look at some great titles from over the 
Channel, and an interesting variation of the Tnvia 
Smut, 

70 PILGRIM'S PAGES 

The cowled crusader beings you news, reviews 
and views from the world of Adventures includ- 
ing Pilgran's Post, the Lords And Ladies of Adven- 
r^:e and a new section this month - The Clue 
Cauldron. 



76 CAULDRON If MAP 

All your Pumpkin problems solved with our full* 
colour map of the Witch's Castle. 
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INTERACTION 



THE SECTION CREATED &¥ AND FOR YOU 

40 VOICE OF THE PEOPLE 

Your comrnerita on the laics! games for Arnold. 

66 CHEAT MODE 

Your Pokes, cheats and tips for doing the impo- 
ssible in your favourite game** 

78 MAIL ORDER 

Order software from your armchair and savo your- 
self pounds. 

80 SPECIAL OFFERS 

We bring you games, software and gadgets at 
tempting prices. 

82 TYPE-INS 

An age old game b rough! up to date on the Arnold 

- you wrote it, you type it! 

84 COMPETITION TIME 

More fabulous prizes up for grabs to the lucky 
winners. 




The Edge 
have you got it? 

'The Edge'Il have to move to new premises to make sure 
that they've got room on their office walls for all the awards 
they have won (for Fairlight). . ."* CRASH April 1986 
(RS. — We've moved!) 



The Edge, 36-38 Southampton Street, Covent Garden, 
London WC2E 7HE. Tel: 01-831 1801 (4-lines). Tlx: 892379. 

•Crash Readers voted Fairlight "Best Graphics,' Rest Music/ 
Besf Arcade Adventure/ 'State of die Art Award' for 1985, 



NEW MAGAZINE AT THE OLD BARN 

ii- p;ire nf life h&S ifccrCflSCd friffC at I he Old lliirn - ?nd new fiice* 

have appeared at SomerttwV* hotest publishing limit?. Why? The 
answer is simple. Future Publishing is expand mgl To ih« founding 
tjile Amsfntd Action is to be added a new lick. 

The new magazine is to be edited by Chris Anderson withlhv help 
of newcomer Bcu Taylur, and will he the nnly magazine dedicated 
tofaUvtoamereftftltf PCWS256and SSI 2. Ltkt Ainstnul Acifon ir 
will be produced totally using Aitistr^tcl rnimn. ;i«d Ben is an oivru-r 
and expert in this field. It will feature news, reviews and plenty to 
help you make the most of your machine; and will be written with it he 
same care ami Myi* as Amsfrud Action* The first issue is due out on 
Thursday 1 1th September, m enrich aul fur i( in your newsagents. If 
if* not Ihcrc* then order it, Joyce owners - thk one's for you! 

imsfr&d Acthn therefore becomes the only magayim* 
dedicated to CPC owners, and will change accordiiT£r>*Tta only real 
difference will be in the SertousSoftwarevectiun thouph. which will 
concentrate more on the diverse applications ol the Arnold; with 
features an making music, communications graphic fouls 
programming took and much tlse. 



HARVEY 
HEADBANGER 
COMPETITION 
(fitly issue) 

FIRST FIVE WINNERS 

Rhys Jones, Peterborough: Ben TOU- 
dale, Cambridge; EJenoifl Sfawart, 
Fiqme, Somerset; NlCC-.d T„" 
Rugeley, Stafls; Max Battled, Shrew- 
sbury, Shrgpe 

OTHER PRIZE WINNERS 

Siphon Miller, HaieBwqrfh, SuHclk: 
Surttui For£#it«r, Wigitcn, Leicatiar: 
Doitunic Htgarry, Coick, Eiie; Iain 
Ba<iu, Sunderland: 6 Stuart Bruce. 
Cumbria; David Hartley, Harrogale; 
Mrt Z J Oibb*. Peterborough; Mr P C 
Ntwmaiu Co Tyrone, N Ireland; Hick 
Priesl. Blackpool: Dar,w, Quarry* 
Sundaz land, Tyrol & Wair, 



FIGHTING FIT 

COMPETITION 
(July issue) 

Ml J Dixon, tenley, Surrey; AsiF 
nT'.z. Glasgow; Nicholas Purser. 
Hairogatis; 

S:cH»ra" Suilivwi. Coftiam P Port- 
MHO-atii; Aliitarr Irving, Avt, Scot 
land: David Hartley, Harrogate-; A 
Stephana, Farnham, Surrey: Major V 
1 Ra*d. BFPO IB; 

rv.pmdor Smgh, Glasgow; Caynor 
Gwant: Euan W&lkm, CL.is 
Peter Taylor, Stratford-tipon- 

Richrr.orKi N Yostfcj. 
Quezry. Sunderland; R J 
SrOirJey, K*nt; Toby Briar.1. 
WaJdfim Esati; 3 M Franka. 
5 Devon: Mr M Lambert. 
Har.G*. Ruaaell FranWui, 
£»w. Pruilipps, Leicester; 
Aa4*nr Crawford. Tiveriors, DeTon: 
X tmmk, Snmeraet: Rhys Jones. 
rvwteitHagxi. K Gdsbors, Lead*: 
Wiyn* L*aroyd. Leeds; Stan Fowall r 
Emi Mr H P Mundm. 
, O Lawleea, Dublin; Mar- 
i Crap* Totaaa. Devon 




WHAT HAPPENED TO TOOT? 

We've had a lot at letters about that! ft has even b&en suggested 
that we ate him - as if we would (George - stop munching!). 
Nothing could be further from the tnuih. Tool aimply decided 
that it was about rime he had a holiday - so he packed his 
shades and berrrtuda shut and hitched a ride on a passing 
seagull to sunnier dimes. We understand thai somewhere in ihe 
A^orfis wae the planned destination, so we were hoping to 
scoop the dailies on news of the Royal honeymoon, but no ouch 
luck. It appears that the seagull had relatives in Miami, so that is 
where Toot ended up. Watch out for his starring role in the next 
episode of Miami Vive, 





APOLOGIES! 

Our apologies are due to Micro 
Peripherals rig we printed the 
wrong phone number in our 
Crafty Plotting' feature in the 
August issue. Their correct 
phone number La (0236) 413232 - 
Sorry! 
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Once again the letters have poured in, as the next Four 
pages show. Poetry h the Flavour of the rnonlh, with a 
Birthday Greeting from James Moloney and a Poetic 
Problem with Spindizzy from Stephen Wiseman, while 
controversy comes from Greece, with an anonymous 
report on rife software piracy thai would turn Ihe 
stomachs of any staunch programmer. 

Problem Attic has been Flooded ogam, but we 
have manned the pumps and sorted out your pro- 
blems* lit particular Amor have come through with a 
solution For those having problems turning oft their 
Fra/exf ROM. 

You too could grace these pages — and you might 
win a £1 5 software voucher too! Send your letters to: 
Re Action, Amstrad Action, Samertan, Somerset TAJ 7 
5 AH. 



Unfair on dBase II 

1 should like to comment on the 
review of DBASE 11 in the 
August issue of AA, The main 
thrust of the review seamed to 
be a comparison with Condor. I 
have never used GondOr m SO I 
can't comment on that. How- 
ever, I would not agree with all 
thai said about DBASE H. 

To say that there is no con' 
trol over record layout on the 
screen is far from the tmch. Not 
only does the command for 
doing so have the largest 
section in the reference guide,, 
but a separate utility (ZIP) is 
provided to create screen 
layouts 

The manual ih also criti- 
cised for not even being CP.'M 
specific never mind Amstrad. 
The manual does not need to be 
machine or even operating sy- 
stem specific One of tlie advan- 
tages of DBASE ii is that it 
behaves osactly the same on 
ALL machines, & & 16 bit, CP/M, 
MSDOS or PCDOS. Even the 
command to invoke it is the 
same, you jufii type DBASE on 
any system Also the database, 
index. wrtuTiartd, report and 
format riles are all portable 
across different operating sy- 
stems (except that the type of 
command hie iff .CMP on 8 hit 
and .PRC on 16 bit). Assuming a 
common disc format p M is po- 
ssible to take a DBASE 11 data- 
base created On any office ma- 
chine and work on it at home 
with and Amstrad computer 

1 have used several data- 
bases ranging from Masterflie 
and Delia on a CPC 464, through 



DBASE 11 on several micros 
(including both S St 16 bit ver- 
sions, single and multiuser) to 
mainframe databases. For gen- 
eral use 1 think DBASE E is the 
besv \\ is simple for ad hoc use 
and not too difficult to set up 
very complex applications:- 1 be- 
lieve that DBASE III is better, but 
t have never used il and it is not 
available Oft Arnstrad com- 
puters (yet!) The one point that 
I would quote against it was not 
mentioned \i\ the review, and 
that is it cart be very slow pro- 
ducing reports of data from 
more than one database (ie 
where both primary & second- 
ary databases axe in use). 

May I also suggest that an 
article or series of articles on 
database design, attribute ana- 
lysis, normalisation etc. might 
be a good idea. For efficient and 
bes; use of a database, especi- 
ally in business, proper data- 
base design is essential. The 
micro magazines seem to ig- 
nore completely this aspect of 
database use. Not only is no 
guidance given, but the potent- 
ial user is nol even told that such 
a discipline exists. May [ re- 
commend the book 'An tni re- 
duction lo Database Systems by 
C J Date, published by Addison 
Wesley, as a good all round 
introduction to the subject of 
databases, 
Graham Murray 
Southampton 

While we may agree that the 
Bad N&vrs point 'Cart's define 
the layout of the record card' in 



our review of DBASE 8 is imp- 
leading when read in isolation* 
we still stand by the point. Con- 
dor 1 prompts you to define the 
layout of the data^entry screen 
as part of die process of creat- 
ing a data file, using control-key 
combinations to move around 
ihe screen placing fields and 
prompts where you wish, 
DBASE as ive understand it 4 
uses ihe command {B in a 
similar fashion to the w&y the 
PRINT command is u«sed in 
BASIC, and as such is really I 
programming tool As for ZIP, 
this is really a programming 
uiihty which is used to make the 
design of input and output 
screens easier. 

It is evident /rorrs your letter 
that you have some experience 
using a variety of database sy- 
stems on a variety of machines. 
However, our review of DBASE 
B, and Indeed aU our reviews of 
business software on the 
Amstrad machines, are aimed at 
ihe novice user coming to busi- 
ness computing for the first 
time- It is m this context that ere 
look&d at both screen design 
and tfir? manual, it is commonly 
accepted that DBASE His not the 
friendliest database system 
around its strengths lie else- 
where, DBASE IH does indeed 
provide both power and friend- 
hness t bat as you state it is not 
yet available for the Amstrad 
models. 

On your last point I would 
just like to add a recommend- 
ation ft*r the book 'Working with 
dBase H' by M de Pace. I hsve 




found ihis to be an ideal com- 
panion to DBASE H, making it a 
lot easier to use. 



Clubbing down 
under 

Herewith I enclose a compli- 
mentary copy of the latest 
magazine published by 
AMSWEST Amstrad User 
Group, Perth. Western 
Australia, 

Would you please publish 
our name in your magazine as- 
king for correspondents. We 
are very interested to know 
how other groups manage, and 
what they offer their members. 

Our group, currently num- 
bering nearly 200, are at pre- 
sent doing Basic and Machine 
code courses, with guest 
speakers on various other as* 
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Birthday Greetings 

Happy Birthday Arnstrad Action, 
Tom mag u really great, 
twm stuck with you since issue 
□a* 

You've become my Arnold 's 
mate, 

Arnstrad Action has many Items. 
Inrhirtitig all the gain* reviews, 
Hardware, offers and cartoons* 
And the latest Amsirad News- 

A little character roams the 

pages, 
I think he -s real! y cute* 
He's a head upon two tog*, 
And the fellow'* name i* Tool. 

Bob Wade reviews the latest 

games. 
These are his favourites 

(just to name a tew) 
Elites G*r Dexter and Exploding 

And don't forget Spindisszy too. 



M ..if 



Hear y* All ye fellow pugrirrur. 
The hoo d ed man will aa to the 
day. 

If a Baliog blocks your path. 
The Piigrtin will clear the way. 

There's also a high-score table, 
For nearly every game, 
And if your score is good 

enough, 
You can. win some fame 

A last word to all you Arnold 

owners. 
This you must be told, 
This is a month of celebration , 
Arnstrad Action is On* Year 

Old. 
James Moloney 
Co Tlpperary ( Iceland 




pects of [he Arnstrad, such as 
Microfile, Tasword, etc. 
Thelma Ardror, 
'Amawest 11 
PO Box 10^9 
East Victoria fcurk* 610] 
Penh 

Western Australia 
Tel; Perth 3*1-3915 

Cheating at Chess! 

A warning about Artisoft's Cyrus 
Chess - it cheats! On a number 
of occasions now when usmg 
the technique of forcing the 
computer's long onto the edge 
of [he board with, fcr example, 
two rooks, the computer has 
cheated. At the "mate in one' 
position it takes its move, then 
leplaces the king to its original 
position, and swaps sides. ] 
mean how underhanded can 
you get? Has anyone ehe had 
this problem? 

Now I will sing the praises 
of Amor for (hair Pretext word 
processor, on which this letier 
was produced. The word pro- 
cessor is fast, easy lo use. and 
very well thought out, I would 
recommend it to anybody, from 

inner to expert* I use the 
lOM-based version, which also 
hu the advantage of making the 
doc dr:ve on my 494 easier to 
Me; in fact 1 now switch on the 
word processor to do most of 
my disc cd:Emg since you don't 
tii id to on die awful procedure 
q* defining i string for zhe fiL«- 
-air.*: you jus! fype st straight 
OUt! 

: rr.Ksi rilso give a mention 
for !hc Micro Peripherals MP- 



165 printer which I could so 
easily review in this letter. As lt 
is I shall restate! myself to say 
thai noi onJy is U by far ihe 
quietest printer 1 have come 
across, but the NLQ print, in my 
opinion, is unrivaled by any 
other dot matrix printer I have 
seen. When you consider that 
the NLQ is produced at 73 cps 
(]fi5 cps draft qualify), what 
more could you want from a 
printer? 
Paul Tansom 
Portsmouth 




Invisible Ghosts 

I would like to offer a few Lines 
in response to points raised in 

your July edition concerning 
The Covenant 

I think Robert Carter's re- 
ference lo a ghost may contain a 
misprint; he writes "if I re-enter 
a segment after just leaving it". I 
think this should read 'after just 
SAVING it 1 . This happened to 
me on numerous occasions. The 
ghost us m visible, but you know 
it is there because there is ,m 
audible energy dram. You can 
even stun il with a lucky shot 
and pick it up! Alternatively, if 
you leave the segment, clear the 
adjacent one. and then re enter, 
it will probably re materialise. 

[ sent in a claim for Coven- 
a/ff Hi-SCOre Of 53,263, as did 
Brian Smith (in fact I've now 
completed the game three 
times, with the same score each 
time and a beat of 283 mins.) The 
fad that you have at least three 
claims for higher scores leads 
me lo wonder how they were 
achieved* I certainly had no- 
thing Left to collect, energy was 
at maximuxTi. and bonus for re- 
turn to start included, I can only 
come to one of two conclusions' 
CI} Somebody is being a little 
■over-optim^stic , with their 
score claim, but this seems 
unju&l. 

There are several variants of 
the game about. The version on 
the 10 Computer Hits cassette 
certainly had at least two loc- 
ations that could not be coin* 
pleted, at which point I gave up 
in disgust after several wasted 
hours. 

This of course raises the 
point that> il there are several 
versions of the game about, 
some of us poor consumers 



have little or no hope at getting 
lo the top of the Hi Score table, 
even ii we play lill Arnold starts 
steaming, Perhaps through your 
"high level' contacts with PSS 
you are now in a position to 
reveal what the potential top 
score for The Covenant really 
is. It has lo be a definite figure 
as (he lask is clearly defined 
and there appear to be no 
variables. 

finally a word on the long 
running tree" casserte saga. 
You really only have yourselves 
to blame, since you insist on 
using the word tree 1 at various 
points in the mag. If instead you 
pointed out that what you ara 
offering was an absolute bar- 
gain at a mere SOp everyone 
would shut up! At which point so 
will II 

David Sizmur 
Bourne, Lines 

It is partly far these reasons that 
we have dropped die Hi-Score 
stetson from this issue on 
(throws up hands to protect Mm- 
self from the abuse hurled by 
fans of H$ Scoref)- Yes, I know k 
was popular with many readers, 
but to others it just served to 
humble their efforts on tfze joy- 
Stick And... no, wait, not the rot- 
ten &ggsl-,so we have replaced 
it with our 4 First Day Target 
scores ' These are the scores 
that Bob reckons a good player 
sfcoold be ^ble to achieve after 
one-day's heavy play, and pro- 
vide some sort of guide by 
which to judge your 
preformance. 

As fo your last point, I think 
guife enough has Izeen said 
about the free' cassette offer 
too. 



iriTa tvii4 ^JF ? * 



Poetic Problem 

Dear Sirs I write to you this day, 
To help me out r I beg, I prayv 
Alone, helpless and 

dumbfound, 
With Ihe game they call 

Spellbound, 

1 know you've given hints and 
tips, 

But try and try, I'm falling lo 

btto 

A nervous wreck have I 

become, 
Why even the cat is drinking 

nimu 

My name and address you'll 

have to print, 
So friendly readers can send me 

a hint. 

Your mag is ace, I think it's fab, 
I have but one more thing to 
add + 

Last issue (Aug) did Toot I see. 
But only twice, how can this be? 



What have you done lo him. you 

cruel lot? 
You've probably cooked him in 

a pol. 

Have you eaten him tor tea? 
Or sackod him for acting 

irresponsibly? 
Bring rum back AA or else!!: 

My 464 is one today. 
No problems yet, all is OK, 
Now to end this Ihtle rhyme 
And type m progs on this 

computer of mine, 
Readers out there please take 

heed 

Knowledge of SPELLBOUND is 

wtial 1 need- 
Stephen Wiseman 
57 Davidson Place 
Northlield 
Aberdeen 
Grampian AB2 ZED 

Toot? yum yunii 
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Greeks bearing 
gifts... 

We are writing to you because 
we think you might be interes- 
ted iit the Software condition in 
Greece, It is really like Wild 
West (no laws...) We are aware ' 
that some of your readers will I 
be envious of this, and others 
might wanl to kill us s but here it 
is difficult lo find someone who 
owns ONE original tape or disc. 

Computer shops pirate 
programs and sell them at vari- 
ous prices ranging from £2, SO 
(Give me your disc to write you 
a game) to £46 (CP/M lan- 
guages). Of course there are 
ads for Pirated software which, 
sell from 25p to £3. There ate 
many people who own weB 
over 300 titles. Personally we 
have more than £1800 worth of 
Pirated software (hat we got 
almost free (to be honest, we 
payed around £13) and shall get 
much more. Piracy here has 
reached a record level that only 
Italy can surpass (maybe...). 

In Greece, many pro- 
fessional programs have- been 
transferred from other CP/M 
machines to the Amstrad before 
the Arnold version was re- 
leased m UK, Have you ever 
heard of Fortran-BO, MBASIC, 
SBAEIC, DBASE 11, COBOL-BO 
and Turbo Pascal, all custom 
installed on the machine since 
December 1885? This job has 
been done here with help from 
a B^-inch second drive. 

Please excuse us for being 
anonymous, but DO print this 
letter just to inform you lovely 
readers (we mesn this) on what 
happens outside UK, 

This letter was written 
using Micrdpro's WordStar 
which we bought at a... discount 
for £0.00 

Psychopath Intruders 
from Planetary systems 
of the Goon Galaxy... 
Greece 

From what you've told us, I 
doubt if there are any flourish- 
ing software houses in Greece.' 
(maybe I'm wrong, but 1 doub! 
it) -After all, programmers need 
to eat just like the r&at of us, and 
if they are not making any 
mon ey from their work because 
it keeps being pirated then 
they'll probably just earn a 
crust a t something else. 

There T s a lesson hers for us 

Locating f he Loki 

My Spectrum (friend) has 'war- 
ned' me of a new 
Amstrad/ Spectrum Computer 
called the LOKI, Unless some- 
one out there doesn't know 
about (his new thing, I will let 
you reveal this to them. I can 



Type-En trouble 

As a newcomer to computers, 1 
have had my 4G4 for a couple of 
months now. 1 thought I'd try out 
some of the user magazines fox 
the Amstrad micro* Unfortu- 
nately I didn't try yours until 
last. IT T'd bought AA first 1 need 
not have wasted, my money on 
the others, which might as weU 
have been written in a foreign 
language. Come to think of it it 
was a foreign language! 

Anyway, to the point of my 
letter. After reading my second 
copy of AA ffuly} I decided thai 
your 'ryp* in' Slitter de- 
finitely the most impressive 
graphics display my Arnold was 
going to get his bits around 
since I'd bought him. So 1 began 
to prod away. An hoax later with 
finger and eyeballs recuperat- 
ing 1 plucked up the courage 
and ran the program. To my 
surprise, instead oi the usual 
sciceriuj of syntax errors, the 
grid unfolded and a mull 
coloured focatball started plott- 
ing and apparently flashing and 
spinning (what happened to the 
red and white: ball?) Then just as 
f was getting interested it all 
stopped after the ball was fully 
plotted and the Ready message 
came up. The grid and football 
were still there. There was also 
no sound and yes, [ did have the 
vohrme turned up, The second 
attempt at running the program 
produced a red and white 
striped football: again this 
slopped when fully plotted and 
the Ready message appeared 
again - still no sound, and what 
happened fo all that bouncing 
and sp tuning? 

i did notice, however, that 
pressing Key I listed ihs whole 
program in Mode 2 and even 
after deleting ime 430 it sti'l did 
not disable this; function. 1 think 
the computer had taken control 
by this point. E can only assume 
that line 430 was somehow !he 
cause of my problems, especi- 
ally considering that the nest 
line seems to be concerned with 
the sound which I never heard. 

So please can you help? Is it 
me, Arnold, your listing, or did 
my typing ringer stray where he 
shouldn't? 
Andrew Staples 
Worcester 

It sounds as though your typing 
linger strayed I'm afraid, Line 
430 simply defines that function 
key lo list the program in Mode 
R Unfortunately, deleting it 
won't make any difference as 
the program itself doesn r rede- 
fine the function key r so it stays 
as defined until you reset 
Arnold, k sounds as though yon 
might have made a mistake in 
line 430 or 600 - ctnsrwise we 



IK 



Your 'iofifer questions an&mtS 

PROBLEM ATTIC 



are totally bewildered, though 
the mistake is almost certainly to 
be found after line 430. 

ft looks like you wilt have to 
check your typing again. The 
program printed in the maga- 
zine is a photographic copy of 
the listing produced on a prin- 
ter from a working program, so 
I'm afraid it's your mistake. 




1 I To Up ^ov- piOT "ft? 

Interference 

Tve had my Amslrad CPC 464 
for more than a year, and have 
not solved this problem: every 
time 1 switch on the computer il 
makes the radio unbearable to 
listen lo. 

is there anything I can do to 
stop (his interference? (And 
please don't My "switch off the 
radio' - this is far from helpful! } 
T Davies 
Dyfed 

We have encountered this pro- 
blem, parlicularJy while listen- 
ing to VHF radio. The inter- 
ference doesn't seem to occur 
to anything like tfre same pjctent 
if you listen to MW Or, better 
stiti, but if it still persists 

you could fit a suppressor to 
Arnolds mains plug. These cost 
a few quid in your local electr- 
ical store r and should solve the 
problem, if it doesn 't you *}} just 
ha ve to. . - (whispers 

quietly). . . turn off the radio. 



Using Draw screens 

First I wan! to congratulate you 
on a mega mag as it is the best 
that i have yet read. 

I own a CPC 464 with green 
monitor and 1 have recently pur- 
chased Melbourne Draw. I think 
that it is an excellent package, 
but 1 find it difficult to use the 
colours on my green monitor. 
My only complaint is with the 
booklet which accompanies the 
program. In some parts it is 
unclear. I am able to use my 
pictures as loading screens in 
my games, but 1 do not know 
how to use the pictures within 
my games and call them up onto 
the screen. 1 write my games in 
Hasic and ihey are mostly ad- 
ventures. Please could you pro- 
vide me with a short listing or 
tell me how to get my pictures 
stored in memory and then 
called back again. 

Oh ? and thanks for last 
month's 3K loader, It was very, 
much appreciated. 
Justin Grunley 
Go Armagh . N Ireland 

t 

Unfortunately, unless you have a 
friend fluent in machine code, 
there is no easy way of using 
Melbourne Draw pictures in 
your Basic adventures. This is 
because they take up around 
18K RAM for each screen T so 
you wouldn't have room for 
much else r If you want to put 
pictures into adventure 
programs, either draw them in 
Basic or use a package such as 
Incentives Graphic Adventure 
Creator (£22,85 art cassette). If 
any readers have another so- 
lution* let us know! 

Loco scripting o film 

1 recently purchased an 
Amstrad PC W S2Be and am very 
happy with it. One of the tasks I 
bought it for was script- writing. 
Since a film script lends to have 
a number ot recurring charac- 
ters r one of the things I would 
like to be able to do is to re- 
place names with initials, or at 
least fewer keystrokes. En an 
average script I might have io 
write out 'Stephanie 1 four or five 
hundred times. Would it be po- 
ssible to do this using Loco- 
script* or would someone have 
to design a special program? 
Kevin Hoy es 
London Nl 

What you need is what is gener- 
ally known in the business as 
'Search and Replace\ but what 
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/ >) f OJt lofter questions answered 

Problem attic 



Locoscript chores to csM 'Find 
and Exchange', This will find 
jjiy chosen string of characters 
and replace it with another 
string, and is done with the aid 
oftheEXCH/FINDkey, 

The simplest way of coping; 
with your probl&m is simply to 
label your characters **A \ f *R' 
or whatever, perhaps using 
their initials, and then replace, 
say, J *5" with 'Stephanie' when 

yon have finished. The reason 
for using **S r rather than just 
is that, presumably, you will be 
using the tetter capital S m your 
script in quite a few places 
where it does not mean 
'Stephanie \ but you are unlikely 
lo be using the siring to 
mean anything else - unless it is 
a very unusual play. 

Easy solution 

ki last month's Troblem Artie* 
you printed ait inquiry from 
Paul Webb who was 'short or 
memory 1 whan 1 Tying to run 
Cyrus II Chess from disc wilh a 
Froiext ROM cartridge fitted. 

It is not a good idea to keep 
removing these ROM cartridges 
as eventual wear on the 
computer s edge connector can 
render any peripherals 
unreliable. 

I am fully aware of the 
Artisoft disc protection system 
that is utilised on games such as 
Cyrus tt, and the reason that the 
'noi enough memory 1 massage 
is displayed is that the prelec- 
tion routines needed to load and 
decode the disc software haw 
to run from a Specific address in 
memory. This is an address just 
below the detaull HIMEN ot a 
disc based machine and is 
necessary to allow very large 
disc files to be run from pro- 
tected media. 

All the Amor ROMs and 
cartridges of recent months 
have contained a software com 
mand thai allow* (he user to 
switch off all external ROMs and 
allow thes« protected type 
programs to load. The com- 
mand format is |ROMON7 This 
command. wh*n evented, will 
reset the machine and turn off 
afl external ROMs except the 
disc ROM of course. Earhnr ver- 
mOBm of Pretext may noi contain 
4ns command but it is still a 
rekt&vety simple task (o per- 
form from BASIC, Try this 



This program can be saved on 
any disc you use and quickly 
run prior lo loading your games 
software. Much better than keep 
unplugging! 
Dave Mendes 
Amor Limited 

Turning of the ROM 

Your solution to Paul Webb s 
problem (Problem Attic. 
August) is a little drastic as it 
ignores the simple solution of 
using FROTEXTs (admittedly 
poorly documented) ROMON7 
external command. This turns 
off all ROMs eicept Basic and 
AM3DOS (numbered 0 and 7). 
Unfortunalely, CTRL-ENTER 
then no longer produces 
RUN "DISC: the equivalent 
UTOPIA comiruuid (ie 
IROMOKJ) avoids this, and 
should therefore be used in 
preference if UTOPIA is fitted as 
it makes it easier to run Cyrus 
11 Chess, Incidentally, it seems 
to me to be a little harsh of Paul 
Webb to call Cyrus's 'not 
enough memory 1 message 
blunt, since it continues thus; 
\.. please mm off any hardware 
expansions then r&hirn'. 
M J Earn 
Watford 




On the track 
off the turtle 

1 recently bough! a PCW 8312 
and also your July issue. Being a 
complete novice at computing I 
needed some idea of what was 
available in the way of sof iware 
etc. I have learned a great deal 
just from the July issue and was 
particularly interested in Re- 
action and the Problem Attic as I 
have fried to use programs 
other lhan Loeoscnpt and can 1 ! 
get them to work. 

My biggosl problem is with 
the Logo software as supplied 
with the B512 and with the in- 
structions in the second half of 
the Mr si manual. 1 can use the 
turtle to draw all sorts of things 
on the screen bul it is not clear 
how to save (hem. Evan worse it 



ihrii more seem to be no instruc- 
tions on how to print out what is 
on the screen! Can anyone 
help? Also is there any software 
available that can combine text 
with graphics and print it out? 

1 would also like to contact 
any other 8S12 owners in the 
Brighton area who are trying to 
do more than just 
wordpro ceasing. 
Paul Lickiss 
56 Eleanor Close 
Lewes , East Sussex 
SN3 1JM> 

Tucked away on page 18 (at the 
back of the manual!) is section 
3.13, Here it explains that the 
command SAVEP1C 1 'filename 
sav&s your LOGO drawing as 
a picture Me"; Conversely 
LOADP1C "filename loads a 
saved tile back onto the screen. 
The simplest way of printing the 
contents ol the screen using the 
PCW*s printer is to hold down 
the EXTRA key and hit ihe PTE 
key. This prints out ihe whole of 
the screen display (torn within 
virtually any PCW program - 
handy that. 

As for mixing text with 
graphics, I'm afraid its early 
days for the PCW at the rnomenf 
and there is, as far as we know, 
nothing around that will do this 
wiih any measure of versQtility. 
You will just have te wait until 
AMX Fagemaker or Flees Street 
Editor appears for the PCW 
range. 

Put in the boot 

Please could you tell me if it is 

possible to boot a program from 

dl^c ~ for instance a menu - 

using the Command |CPM7 If 

so. how? 

D Harrington 

Stockton-on-Tees 

Some disc-based games use a 
very clever trick so thar when 
you load using ;CPM they auto 
matically load the game. To do 
this yourself you would have lo 
rewrite part of track 0 sector 4) 
of a system format disc bo that 
the disc ran your program 
rather than booting CP/M. and 
there is certainly not enough 
apace here to teU you howl 

However what you couJd do 
j.t write a file on the system disc 
called PROFllESUB, This is a 
Special 'Submit' file that will 
automatically run when CP/M is 
booted, and can contain any se- 
quence of CP/M commands you 
want For example* if your 
program is in a file called 
PROG COM, then writing a 
PROF1LE.SUB Hie containing the 
word *PROG* will causfi your 
program to automatically run 
after CP/M is loaded with the 
i CPMmmmand. 
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only say it looks like a 464 rip- 
off 

Now to gel down to the 
nitty-gritty Of this letter to your 
totally mega-magazine. I would 
like to know if the Atari paddle 
can be used on the 464 as it 
resembles the new Quickshot 7 
Joy-Card™ 
Craig Parkinson 
Rotherham, S York* 

The Loki was a high-technology 
product that w#s in the early 
stage of development by Sin- 
clair Research jusi before th0 
Amstrsd takeover. A Sinclair- 
based magazine ran a rather 
premature story on the Loki, 
suggesting thai Amsfrad might 
replace the CPC range with it. 
Nothing has been heard of the 
Loki since and, though we have 
no idea what is likely to come 
out of Amstrad a factories in the 
future, ft is unlikely to surface in 
the form predicted - for a start, 
if it had all the interface ports it 
was rumoured to sport the Loki 
would have had to have been 
nearly three-foo t long! 

Cut the grovelling 

I first bought your magazine in 
May and the free tape was 
great E However, I am not going 
to grovel and say what a superb 
mag it is. 

Which brings me to my first 
point Cut out ail the 'grovd- 
slurp' bit* because certain, 
people say. 'What a great mag 
you produce blah-blah-btah/ 
and Chen start slagging it off, I'm 
sure letters thai suck up to you 
have twice as good a chance of 
being printed. 

Secondly, what happened 
to third opinion? tn your May 
issue you said ! We don't rely obi 
jusi one, not on a mere two' 
opinions. So you've criticised 
yourself. 

And the last two things are 
to do with the July issue. I 
thoroughly enjoyed your great 
review of Disk SO on page €6 
(Heavy hint). Although 1 haven't 
got a disk drive L was seriously 
considering; buying Cassette 30, 
m ih^y must be tho same. 

Oh. and also the 484 gating 
of Cot £3 was superb (another 
heavy hint). And if you decide 
to send me a free tape TU have 
Marspori, but no doubt you 
won't print -h-s 3ei:^i became 
you don't want your 'Mould- 
Breaking Magazine' to be 
criticised. 
Paul Monaghan 
Stockton-on-Tees 

There* you see? We don't just 
print the grovelling tetters, only 
ihe best tetters. As to the Third 
| Opinion,, they're back this 
month. 
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US Gold are going fox a massive 
20 per cert? of the garnet market 
far Chrtoffifttfts with at least eight 
release* scheduled and poss- 
ibly more to come. 

Top of the billing comes the 
official Masters of the Universe 
ga.oe r launched under agree- 
ment with Mattel, Based on the 
tcfj celling roy, cartoon, TV 
series h teeshkt etc., there win 
actually be two versions. The 
first is ait arcade game, schedu- 
led/for October release - the 
second is a graphic adventure 
due out in November load pro- 
grarnmed by AdyenturesofL In 



£T ,000 to be won! 

Micr&net hay<? joined forcSs^ 
with PHAB to bring you the** 
chance to win £1,000 and saW* 
your conscience it the same 
time, PHAB is an organisation 
that promotes better under- 
standing between the Physically 
Handicapped and the Able 
tfodiod, so it is appropriate that 
the competition should be about 
just that. 

Whai you have to do is 
w rite a piece of software that is 
designed to increase our 
awareness and understanding 
of the problems that society cre- 
ates for the physically handi- 
capped - bo this is a chance to 
put your programming skills CO 
good use. The competition is 
open to all UK residents, and the 
closing date is 30th November 
86, Entries musl be clearly 
marked with the author's name 
and address, together with the 



both games you become He- 
Man 'by the power of Grey- 
skull \ to battle against the evil; 
Skeleton 

Also scheduled for October 
re] ease is the Amstrad version 
of that arcade classic GaarJter 
from, the Atan Games Corpotr- 
kitiori. This is a mulii-player role- 



playing game Involving cooper- 
ation between the player*;: 
can choose to be a Valkyrie. 
Warrior Wizard or E\h each 
with different strengths and 
weaknesseg. 

Other games dire through 
Autumn and Winter include 
Xevious, a ohcot-em-up featur- 
ing vertical scrolling: Express 
Raider which involves fighting 
karate-style on carriage roofs: 
and Bre&kthru. a game from the 
US arcades that is 'like a 
sideways Commando in a Eying 
jeep 1 and involves five stages in 
mountain, prairie, bridge, city 
and airfield settings 

From Epyx through the US 
Gold label are promised first 
Super Cycle, a. hike racing 
game very similar to the arcade 




target computer lAmsTrad CPC 
or PCWJ and the instructioms if 
necessary. Your programs must 
run on a totally standard zon- 
figuration\ so printers, light 
pens, mice and speech boxes 

mustn't be essentia]. Joysticks 
are fine, provided there is a 
keyboard option as well. 

With a prize of £1,000 this 
has got to be a good one? Fur- 
ther details from Micronct on 
01-278 3143. or PHAB on 01 338 
1963. 



machine 'Hang On" and due in 
October: and World Gmiigs - 
eight 'wacky' events, set in their 
country of origin. Throe include 
Acapulcc <^ifl-diraig. GeiAuut 
barret-rolling and Scottish 
Caber-iossing ~ and the pack* 
age ia due our by DscercJber . 

Oi the rest, perhaps the 
mom tioteabl* is US Gold's sign- 
ing of the British company-. Vox- 
teat Software- The first title to 
come out of the match will be 
flevctfuzion, a 3D animated game 
that sounds to be in the Spin- 
dizzy mold. 

Oh. 1 almost forgot - Impo- 
ssible Mission is reportedly fin- 
ished and .approved by Epys. 
Official launch date for the 
Arnold version, is now August 
28th. Let's hope that their other 
titles stick to a tighter schedule . 
titan thie didf 



Arnold speaks 
his mind 

Out now is SPEECH!, an unusual 
speech synthesiser from Su- 
perior Software. It is unusual 
because it requires no extra 
hardware at all - all the action 
takes place m the software. It ts 
supposed to be very easy to 
use- you simply type in *SAY 
followed by the sentence in En- 
glish and Arrold sounds forth 
on any subject you want. It la 
also very cheap at £9.98 on cass- 
ette and £14.95 on disc. Let's 
hope it is also comprehensible I 

Superior Software 
can be contacted on 
(0532) 469433. 
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THE PC GUESSING 



Enough of ihis pussyfooting on 
the fence - it's time for AA to 
join every other magaaiae in the 
PC GUESSING GAME* Y&s folks h 
if e easy to play: all you need is 
a vivid imagination and a wit- 
able publication. Good contacts 
might help, but are not essen- 
tial. The name of die game is to 
guess the specification! launch 
date and price of the PC- 
compatible that Amstrad might 
(or might not) be bringing out. 
There are no prizes for getting 
it right, except a warm feeling 
of smuggnesa at the others who 
got it wrong. 

So what's our prediction? 
We on AA are going for a spec- 
ification of S13K RJUtf p sing le S ' i- 
inch disc drive, a non-Hercules 
standard graphics card, built-in 
joystick, and three spare IBM- 
compatible expansion slots. On 
the software side we reckon it 
will come with both MS-DOS 
and DOS-PLUS operating sy- 
stems, plus the OEM graphic 
environment package from 
Digital Research We are going 
id put our necks on the line and 
gay that it will be packaged with 
GEM Write and GEM Paint as 
well, and it wilt de&nilely come 
complete with a mouse- 



GAME 




ii* NOT Pc ctmPpi \bl£ .. 



As to launch date and price, 
we are predicting three ver- 
sions to be launched to the pub- 



lic at the PCW Show in Olytnpia 
on September 3rd, All models 
are reckoned to come wilh 
monitor but without printer - the 
cheapest al £391 being mono 
display and single disc drive, 
the second with twin drives 
costing £499 „ and the top model 
at £590 complete with colour 
display. All prices exclude 
VAT. <md we don't dunk there 
will be a haid disc version yet. 

There. That's our flaie) 
entry to this lancinating compe- 
tition, Find out next month 
whether weVe got a smug ex- 
pression or egg on our face - 
but if we're right ii will be some 
machine, both al home and in 
the office. 

Full IBM PC compatibility 
will give you access to the vafii 
range of business software al- 
ready available on the market, 
and there are plenty of games 
for it too. PC-compatible soft- 
ware is very pricey by Amsirad 
standards P but we've heard 
rumours, that prices could be 
dropping here too. Alter alL 
dBase U m now available for the 
PCW range at less than half its 
original price; and if this hap- 
pens to any great extent it could 
make for exciting times ahead! 



GOLDMARK SYSTEMS 

SOFTWARE FOR THE AMSTRAD 




Ml CRONET MEETS 
ARNOLD 

Another reason for buying a 
modem has been supplied by 
Micxonei with an Amsrrtd- 
specific database (if you can ^ 
ford the phone bills, thai 

Users of the Micronet on- 
line service will be swafe of the 
emitting special areas aimed ai 
the %BC A Commodore and Spec- 
trum micros* and probably feel 
a little left out, Micronet have at 
long last recognised the 
popularity of the Arnold , and 
are setting aside BOO Prettel i 
pages just for us. Services pro- 
vided a ti elude news, reviews of 
hardware and software, soft- 
shop arid a heipJine for both j 
Arnold and Joyce. Telesoftw«re 
- programs that can be down- I 
loaded by phone and saved on 
cassette - will fottow shortly; but 
this is the place to meet other 
Amsirad owners, 1 

Membership of Micronet in- 
cludes access to the whole of 
Pr&gbeL and the Amstrad area 
will be unusual in that routes 
from its pages will lead directly 
to the more buslneas^rientated 
sections of the database, such as 
Bizzjiet. Cittervice and Teles 
services, For further details 
contact Micronet on 01 £18 3143. 

V V ▼ T 

NEXUS ON PCW 

Nexus, from Nexus Productions 
Limited and an AA-Rave in this 
issue, is to be released for Joyce 
as well as Arnold in the near 
future, prices haven't yet been 
fixed, but the disc version for 
the Arnold costs 
£14>93. which 
should give 
some 
indication, 




Tolkien Blockbusters 

in case you didn't know, Mel- 
bourne House decided thai July 
was Jo be Tolkien Blockbuster 
Month \ and are celebrating it in 
two ways. 

First of all p and of great 
interest lo PCW owners, they 
are launching (heir adventure 
version of Lord of the Rings on 
Joyce, together with the classic 
The HobbJt. Both versions are 
obviously on disc. 

Also to mark this auspicious 
month comes a drop in price for 
The Hobbhon cassette- This will 
be available, without book, for 
££.9S £14.95 buys the book as 
well. 

DRAGON'S LAtft 

Yes, the first game io use Laser- 
disc display in the arcades will 
soon be available and showing 
at your local Arnold - but with- 
out the laserdisc of course. 

Basically an action/ad ven- 
ture game Dragon *s Lair-arcade 
version featured by Far the most 
spectacular graphics seen at the 
lime- Whether this version can 
match the original in any way 
has yet to be seen, but Software 
Projects have developed a new 
multi-loading technique which 
allows the next screen to load 
while the game is being played. 
It is worth remembering that 
they were the authors of Manic 
Miner and Jet Set Willy, so they 
have a reputation to maintain! 



I QRO QFTHE RIHSS 

Side 1 of our conversions cassette wifl AUTOMATICALLY 
transfer the three games to disc including the screen. Side 2 fe 
for NQN-OfSC owners and will reduce the loading tirna of around 
15 mins. lo Just under 3 mins, This program is very useful if you 
are in The habit of getting killed! 

Cassette £4.00 



SPEED -TRAMS 

SPEED-TRANS Is specifically designed lo transfer most 
programs that have been protected with the SPEEDLOCK 
protection system. Contains full instructions to convert lo disc. 

Cassette £5.50 



VIEWTEXT 

this utility will allow you to see the text In a BINARY tile, tt is 
particularly useful for games that require passwords (e.g. Hacker 
and other adventure games). This utility is TRANSMATTASLE to 
disc. 

Cassette £3,00 



WHY WAIT AGES FOR YOUR PROGRAMS TO LOAD - let us 

help you to convert them to disc. Please telephone or write for 
further information and other services we offer (large SAE 
appreciated). 



UK prices shewn. EUROPE add £1.00 per title. REST OF 
WORLD add £1.50 per title. We accept EUROCHEQUES: 
Please make your cheques payable in sterling. 



GOLDMARK SYSTEMS, 51 Comet Road a Hatflelcf, Herts, ALIO 
0SY- England. Tel : 07072 71529. Up to 9 pro. 
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PIRANHA 

Macmillan, the book people, an* 
sinking their teeth info the 
games market with their Piranha 
Jabel and fiever&l new filters 
scheduled foi The ne*t few 
months programs a being de- 
veloped with the help of com- 
panies such as Design Design 
and Delta 4. 

First on the agenda in Sep- 
tember are the Amstiad version 
of Popeye, bused on the famous 
comic hero; and The Colour of 
Magic, based on a book of 
which Isaac Asurov's Science 
Fiction Magazine aatd: This is 
not just the funniest fantasy I've 
ever come aci oss; it's one of The 




gme* to schedule: 

September irrvijjj is the 

■*-V.?S5 * 

of a dr «™ a v through 

^^^^^ t 

arch 3Jnaflhea 
gobble* «" a fi ^ landscape 

featuring ■ Also due is 

Chain Re*** 10 * y 



funniest books', so it can't be 
bad! Popaye will cost £/ 95 and 
TJ*e Colour of Afagic £&.9%. Also 
due in SepiemJter ss The Trap 
Poor, wether funny based ok a 
new TV series from Terry 
Wogan Productions. It features 
Bumbling Berk (and Tet ry?) and 
will be priced at £7 85, 

October should see three 
titles. Ro(fit& Trooper ai 18,95 is 
an arcade battle featuring the 
character from 2000AD; whUc at 
£9 95 is Ifosferatu the Vampire, 
a graphic adventure after the 
movie of the same name, and 
Strike Force Cobra - featuring 
3D perspective colour graphics, 
four independent team mem- 
bers and over 3SQ locations. 

Trivial Pursuits 

Well, it had to happen, The most 
successful board game of the 
Eighties has arrived on com- 
pute! , and in two very different 
versions. From Domark comes 
the official version, and it is 
supposed to be pretty faithful to 
the original with many of the 
questions from the Master 
Genius Edition. But new ques- 
tions have been added too 1 that 
are supposed to take advantage 
of ftie Arnold's graphics and 
sound- It will be priced at 
£14.95. 

The other version comes 
from Arcana Software Design : 
arid is previewed on page 58 of 
this issue. Suffice it to say that it 
is set in Ancient Greece, is not 
that faithful to the original but 
features over 2,000 questions, 
and involves you playing one of 
the Creek godsn tt will cost I %2S 
on cassette and £14.95 on disc, 
and you could win a holiday in 
Greece! One copy released 
before Christmas will contain a 
special message that will be dis- 
played at seme point during the 
game- If you get this message 
contact Arcana straight away - 
you might not have to save up 
for (hat holiday next year! 



enough set in a Russian nuclear 
power station - but this time you 
ate trying to Baw it raihfir ^ 
blow it up (should do wonders 
fo* East/West relations?). It i 3 an 
arcade shoot-em-up featuring 
isometric 3D graphics. 

On to October, and the t#- 
lease of a garne ihai makes 
Rambo look like Bambi The 
Vikings, This Sjaga of abject 
greed in the face of manic ferocs 
ity* involves axing yout way 
through lowlands, burning and 
pillaging villagers and horse 
rustling. Cue the follow-up 
tftmJ?o meet* th* Vikmgs Also 
scheduled is The Big 4-* com* 




Boldly going Beyond 

Beyond, the company who pro- 
duced Lords of Midnight 
amongst other successes, have 
been appointed by film com- 
pany Paramount to produce the 
lira* official computer version of 
Star Trek U will be an 
arcade /strategy game, and is to 
be written by a ream headed by 
Mike Singleton, the creator of 
those astounding graphics in the 



Lords ot Midnight 

This year is the ZOth an- 
niversary of Star Trek, and 
celebrations abound. Countless 
conventions for the dedicated 
Trckky iko taking piace around 
the world, and the launch is 
scheduled to coincide with the 
re-run of the series on BBC tele- 
vision m September. Let's hope 
they make it 




pilation of Saboteur* Turbo 
prit, Gombai Lynx and CnticaJ 
Mass on a single disc, possibly 
priced atjusl Cll.95. 

Durell are busy this month, 
with the release of a third game 
called Kill&r DOS. Bas*d on the 
concept of the 'worm 1 program, 
you play a software worm that is 
sent down-line by modem to 
cripple a coruputor installation. 
Again a new form of graphics 
display is promised, with 3D 
views of the computer architec- 
ture seen from aJtJove. 

November sees Sat>oteur U 
- Awngmg Aj?g*J cashing m on 
the current 'Nirtja* erase, ejtcepi 



iti- I 
ur ] 
er m 



thai you play ft* Km*'* ***** 
M s^tet out to revenge your 
fatally wounded brother. Over 
300 screens and plenty of action . 
promised here. Nm> due » 
Sigma Seven, a seven »g* 
^cade wrth three distinct 

sections so each stag*. F^U* a 
3D space bailie, followed by a 
3D platform game and rounded 
off with an arcade ptt**te- 

And futally, December 
should see the sequel to Combat 
Lyn* called D*ep ^^J? 
supposed to blend m** 
scrolling landscapes with *lm- 
pier controls- 

What about January uxeitr 
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YOUR AMSTRAD NEEDS 





hctHttk*Thsf6«*sitf evil in StfrtcesThja 

ft* C*ln *Uf *lkr.L ib the artatanding 
■filmitlsn *M vprtv*am <nmtart routines 
tjfcr you to jffwb cf jctcki you'd rwvir 
t h oug r.t prrwefie . 

Expertenoi ineriur-mng afFecti?? Erlpb 
M^tf : P4 «f ofi 3-5 ysu mart* tf* utfWdtyiis 

lb* i* Wnf If* ilf rwrJi 5w*H. 
AjU wT.*« JfU fc« 4 ie if: j « H*t**d*S m 
Ovtttcninti ill the Odd*, the nrXl h tiito 
tflfilliftg SeiSsfi of aflVertures vnli MC*** >*u 
forweU ta a farther chaVrnge &f OMUt, 



JACK THE Nlf FLR 

H*"t*rtrtl#fl. Ke> <am be titfH 

p**p fte TCks aw? af}^ ftw il wpoia M*c lined to 

Kj*e up/nd & wiry wait any Igngvr, 

J*C* wit Hr*d Of 4(1 *e Wimp* in >i* banng garrets. 

»f4 gtfofl j Yfm.fi sent him eMa?. Sft, j*t* 6*tifl «rT* 
hHHef neuglMr di^ralion irt about iiffiminfl CtilQftf 14 I Ml. he 
ptcKrtwp Uli ttystj pm rftairtw ina sotrpema off to emu ktth 

T:h a- wrm pctiH 1ft (fi telle ntfi tfte ink -of Jac* ind una 
~ Vlhee to to « M^rty m paiit*i fla^th? ttrirgfl 

(J4* th* iw-nu- pfe fie* WWtfJf »**i feu mus* wurt wl f 
pbu h#w w drt* Gfwn t* cat-vie ufftinvt* b» Wf ■ f*i buu^ie 
yyhetCTiiMiM-fcwBhJaAf of gh<e-> :- — — 



Gremlin Graphics Software Limited, Af pha House, 1 0 Carver Street, Sheffield S1 4FS. Tel: 0742-753423 i - 





Printer Ribbons For 

DMP2000,*** £5-50~ 
8256.8512 ^£5-50-. 



Pieow i*ntS t tvequK/posral orders ror 

Compumart, (Dcpt AA ) 
UtiitS. Falcon Street, Loughborough,! 
letcs.lEII IEH 




UK1T t d. WH I TE HILL HOUS E, 6 UNI ON STREET, LUT W , B£P5 L U 1 

THE UTILITY PEOPLE TbL 411686 




FOR YOUR AMSTRAD 464-664-612B 



MC POM 



ODD JOB 

S ff[ L TKF f?F5 T ifTMIY PACKAGE 

A -5>np ete diK ux i* ry iwnh is tie programs YOU ha vp ir d i is 

vc j waned aJ .o^hiK in era anw ng D«k*fl* , A total g| 

j 9k a^sfi w>a-£ us.od 

^_;*UmK at 5omcrB4 thc^ftjnw.: 

■ A cc^lidH c -kfulcjiy yditoi * "Jl wh>51 pi. CJV"! nt-The 
di DC di-PClCV ang ftPSily aIeJ"1 h S comm;*. 

■ Recover erased prt>;ra-ni, 
'Hiwpf^Srimfiftinm nrr wTHy 

* A Di-rnp * iif MCfc* *k* tui 30 eiarr n» afic'Q" ajler 3ht 
rn-if-nrs 3f Mes >n HEX^r ASCI 1 

* Map out your disc awitf locate *he*e l^nar«m^o^ 

* Prt^tHK prck^rji-ut Innm jKxiden b jfly oerHG e# a**d 

■ An !^wHiQ4Hi2 di^C ttai ^ iZpfVKtt flwr agedftjon 
s!a-dard seciiws on a t * c r 0rro* tyfJCffl 

* Farr" *1 m -w 1 Itw jfefw or | rwr ctftfr IrJu^ Ig* 5-25 

■ Irartlr jfDL' 114 uiHM preplan 4 $pf 0$ I'Qffl tC O-TB Up* 

-■'•V i - e-ce-tsivectK space- 

* Ine* c spf ed af yair<fae on« ay .19 to 
' I Dad and si yukec BAS C progMTtv 

■ All nsputfttTG jvc 5M3fi r rfrd c/t o ic on a Ofllfati h*ip- 

mm.. 

* Simp e (9 *ree wPi ing.e «;&y s^lecSic^- 

* Mate* fuH tie ol :T* cue cm. A W A, A to B ,B » A, etc 
■Co-npi&ti e w a 1 ' A^sl/ad Dcirnpdk-i 

A : fit ^ to ircftittb'c price 0'P*? 95- nn Disc Rf y 
CUUkX:^ -s Jj'i5 i .*u-»ar u^am-id - C r ntC*w in j» ff ujcurcri" 

MOW A E10M V E R SION ODDJ03 AVA H A«L E » ■ f 1 9 95 



■i 



TRANSMAT 

E ?F.y |npn L n i-lsr. :rri^ h I s 
t?i uf HiiiO"ially U a " d resor-clec Jt 7 h is 
sel Th* iWVdafd Jn U» SP £ *c t' ari;^ - 1 -.a- 
o b ie*s a!;&n-i.L .0 - - - K ; - *>■ h.- 

Re 4ca£ r proQff.i r rs wheh c *ewi:e L*w 
c s c a+ea * Eraso ■ Catj'og Mm * Ro^uti^ - 

AI»«Vailal»lt on ROM only tl9 55 



SPIRIT 

to Twutttil 01 fwe bwctf^afelejn 
CDfnoul^fl^S^ al I^U B»* ^ y 

Toum Sft^Tyou ^sic atf S5»sx^D*f and 

PHWTERPAC1I "1; 
The icrttn ccp *f T 1* oomptcie iter 

melting DNtP^OOO-fUlCrODCf^na' 
ina^oj ■ Fun lift o.mps ■ Va- Jb'e b-u-fv 
o^i&o to rtfeaie :n# oomputtf * T art dumps 



FIDO 

A Dene?*' t. e ore s^e o^ift**f i yo^ hava a 
lor &1 c*w *nc yau op nawr f->d Pic hoo/Api 
yr>M Tfii' [, enen f IDC 4 yotr aniww. ftt Ta^> 
litfuw a*» you 10 COfflptetfy o^awa ai 
yt>u' 4$C1 and TJlfl ?Uitf4 l^ni * 

•. « -^-. s^v^w ThiafiKnu 
ofc car i*gra -^9 id J CO docs 0^ 21 55 

^auAOrd tystfefn (to bjO*0C( yOwr dalahu^ - 

* S&i f*to a p^ahweaa a* ■ nrrj«t ci*o*i ■ 

F«-^^ee^pacv*Vory t?&ytou?±+VJfi up^a 
Pr ces u!£ja" '■bij^ ilarulKCS 



UAC I 



SUPER SPRITE 

C-e.iti ta=t moving *ni-rgi>3^Ti#> *j|ilf An 
• *"&r*y pOMfri'iA inf VffM Bt P*fri* a f 
sO.-fwa-e a'J realisiC &ri.3fr 'P $P T T F ji 
meit dnven J 'Kr,tty axg'anwa«chw. p' 1 ^ 
yo*_ *i3Uf s enjcyrw?rr[ da*^ ^Oif 0*r 
SfyEe* tr^udectit arfl-wi to ^rio* ^r>j 7* 
fc-uvs.tri t as D>1 dei gr* and wn: -yo jr Ow^ 
ani'-'.arefi so^a'e. Th^cornCJi^'t iriiFLClcn 
boox gives aA&m s;« of Kcmi to crpate a^d 

bi -1 Tid:e spri'ei r c. ■ .. - , imming 

IF YOU'VE WRITTEN A U f ' V i/P 
TO OUR HIGH STANDARDS 
PLEASE CON J AC 7 US. 



ORDER FORM 

pet lH<e. Faf'est of mtH adatiSQ&'tA* AC *'H MAI 

NAME 



Cass Disc Rom Port 



ADDRESS 






s 




□ □□ 




W 




□ □□ 



Two whole floors of the Novotel, easily 
reached by tube, bus or car. 

All that's new from Amstrad and leading 
hardware and software suppliers. 

Unrepeatable bargains to be found right 
round the show. 

Free advice from the experts about ail your 
computing problems. 

Non-stop demonstrations and videos in the 
Amstrad Theatre. 

Electronic mail in action - the world comes 
to your fingertips. 




Avoid the 
queues! 

Get your 
ticket in 
advance 
and. . . 




Advance ticket order 



Please supply- 

fl ArfulrrlctosafEZ (save Ell £ 

Q Under lbs tickets at El ft** Elf £ 

TOTAL £ 

[ J Chetj Lie enclosed made payable !o 
DdSdbas* PuWiortions I Jd. 

[ | Please 6*Atit my credit card account: 

Access i . . -. , , t ■ . ■ ■ 

Vk* iiii i i ■ i i I i i i 

Admission at door: 

£3 {adult*}. £2 (under 16*) 




Champagne Suite & 
Exhibition Centre 

NOVOTEL 
HAMMERSMITH 

LONDON W6 

Friday, October 3, 10am-6pm 
Saturday, October 4, 10am-6pm 
Sunday, October 5, 10am-4pm 



Confirmed bookings fmm: 


Amstrad 


Loadjptap 


AmsJrad Computer Usci 


MicolJnk 


Amstrad Profession*; 


M:C«« 800 




Minerva 


Advanced Mestsosy Secerns 


Mnfeirure Tool Co 


AK Marketing 


MML Systems 


Amoi 


Nfludlar Software 


Bernard Babmi 


Overbwe 


Bourne EducatkH^d 


Quest Infcmatcna, 


Suttware 


Pace Mjoxrtedinobgu 


Cambrian Software Works 


PCS 


Gitton Software 


Pmsiofi SoftwAro 


CDS Software 


Prtde Uflliite 


Cekom 


Professional Data Sendees 


Compact Software 


Robert Edwards St Co 


Compute? Manuals 


Sage&il 


Computing wilh ilw 


Sandpiper Software 




Saxon Software 


Contmi Systems 


Setonta 


Com* 




EG Computer Graphics 


Siren Software 


Rrwground 


Software Plus 


Garwood Software 


SuitthuttBoolui 


GEM DUlttboUofl 


Tasm&n Software 




The. F_t«*rir Sfcicift 


HSV Computer Services 




Interlock Services 


Transfnrrn 


KQ5 Decide* 


Velda Putoshins 


LCL Educational Software 


Vklex Casi? Co 


Load and Run 





fOSI "TO: Amstrad Show Tlckels. Fump.Fi Hnuw 
68 Chtarti*f RlmJ, Hazel Grove, Stockport SK7 5NY, 

^iWl ffTHPOof CricrPiipfi^iie Siri fe & £l*h ib jfiort 



I 

■ 



Address 



i4-H+ll4l<l*IM4<li-4ldl4+illl 



Signed 



I 

PHONE ORDERS: Show Hotline: 061-456 8S3 5 
PRESTH, ORDERS. KHV "fW, THEN 
MTOTOLFNK ORDERS: MAILBOX JEWIGOOl 

Pfe*B£ QUOte credH LtinJ Plumber and fuR address. + Jfe/. A All 







France's award winning, role playing epic now available in English 




Available for: 

Amstrad {Disk and Cassette) 
CBM 64 (Disk and Cassette) 
Apple II (Disk) 

MSX and Spectrum 
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! N FOG RAM ES 



Would you buy □ computer from □ company whose 
logo was a crocodile? No, I thought you wouldn't. But 
the French have gone for it in a big way — perhaps 
because they oil seem to wear those expensive Laqov 
thirts with the same toothy beast on the chest. 

The computer company; nature dement, 
Amsfrad France, The crocodile has slithered iti 
into over 200,000 French homes ond h now firm 
established as the top -selling micro in the country 

We've seen the benefits ovef here A A reader 
will be only too aware of games like Get l)ejr#©/ and 
The Fifth Axis. Is there more to cort^e across I he 
Channel? Are we facing the biggest mticti in vast 
threat since Napoleon? Read on to find-%jL 




VIVE LA DIFFERENCE! 



In the beginnning was the PSS/Ere tnformatique link up - the 
one (hat brought yge Craftm &t Xtmk and Ed&n Bhi&s, alias Get 
D&xter and Doomsday Blues. And the French saw that it was 
good, and they Bold many copies of their games, for they were 
good too. And it came to pass that Loriciels signed an agree- 
ment with Acrtivision, and lo, Le Cinqmezne Axe became The 
Fifth Axis, and that sold well too. 

And other French software houses, locked on and saw that 
they were missing out on a very good thing indeed if they did 
not get their games over to Britain pretty sharpish, And bo it 
came it to pass that a company called Intogrames decided to go 
the whole hog and establish a UK company to translate and 
market their games. 

That's why this issue of AA has got a Pilg review of 
Mandragoret the first tafogrames game to be released hers. 
The first of many,, and not just from Infogrames look out for 
games from Kainbow> Ubi Soft, Cobra Soft, Ere and Loriciela ,n 
the next few months* 

Obviously then, there's a pretty lively Amstrad scene in 
France. Possibly - dare 1 say it? livelier than over here* You 
only have to go into a computer shop such as General p in Paris, 
to see that Amstrad hardware and software are in demand. 
Herve Collin, the manager, told me that they sell around EDO 
pro grams a day in the one shop. Its a little more understa- 
ndable when you realise that they've so'.d around 12.UQQ 
Amstrads since September H 95\ largely 6128s with colour 
monitors. 

The reasons lox such a success are not vary different from 
those that created the Amstrad boom in the UK, As Marc Andre 
Rampon of Ere biformatique puts it: "people wore attracted by 
the all-in solution'. And. indeed, the price - although a 6 IJS8 with 
green screen in Fiance is going to cost the equivalent of around 
£470. Still, it's a lot less than any comparable system. And, as far 
as Herve Collin can predict, 'there's no foreseeable compe- 
tition. 1 No wonder that Gallic crocodile's sporting an enormous 
grin. 



S&nw aF iha stock i" 
of wftwgr e 1o be 
found [ft General 




THE MAGS 

French micro enthusiasts are spoilt for choice, particularly on 
the Amstrad front. Amstrad Magazine, CPC t MicroStrad and two 
mere launches planned for the autumn, Aa well as these 
specialist titles all the general magazines, such as SVM and the 
games mag Tdt t carry hefty Amstrad sections 

inside the mags you'll find pretty much the same sort of stuff 
as over here - although without AA's unique blend of wit, style, 
good design and hard information. Outside the mag, though, 
you might get a shock: they all cost around £2! 

CPM ia a hardy perennial, listings go over m a big way - 
some of the mags still publish special listings issues - and 
games revjow are, of course, obligatory. Funnily enough, the 
French devote nowhere near as much space to games as we do. 
And they don't give same sort of detail or eye-catching ratings. 

One feature English Amstrad owners will recognise - if 
they read French - is the tales of woe in the letters pages: 
where are the discs? why can t I find a 464 anywhere? why is 
software house X advertising this game although it's nowhere 
near finished? 

Plus ca change p plus e'est ) a merne chose. 

L T Affaire Rebdogicie) 

Wackiest French mag by far is the weekly Hebdogiciel, a 
bizzarre oooktail of strip cartoons, film and music reviews „ 
games reviews and listings. 

Some of the cartoons feature the sort of 'adult' topic you'd 
be very surprised to see in a computer mag over here, while 
she games reviews arc written in a canons slang thai must be 
virtually incomprehensible to anyone over the age of 20 e.g. 
And now. for your eyes only, a games review. You're happy, 
you're overjoyed, you burst into laughter, youpiieee. Hop. 
Ecstasy, You smile as you should , your lips curl up to your ears, 
in short, you're in heaven' 

Hebdo seems to have taken something of a dislike to 
Amstrad and Mr. Sugar, but he surely didn't deserve the 
treatment they handed out to Amstrad in Juno. 

EXCLUSIVE; AMSTRAD CPC SS12 1 blared Helxto's head- 
line. They went on to give details of the 'new' machine: 512K 
RAM. 5'4-inch drive, price slightly higher than the 6133. The 
extraordinary thing is that the French fell for it, to the extent that 
8128 sales fell, a software housn announced that it's going over 
lo 5 : 4 inch disks and Amstrad France sent an urgent message off 
to Brentwood HQ. Sugar replied with characteristic terseness: 
"HubbiahT 

End of sEory? Not quite. The editor of Hebogiciel ia called in to 
see Amstrad. They don't sue, but he :s forced to repay the price of 
the issue - just over £1 - to any unhappy readers. 
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THE SOFTWARE HOUSES 

Ere Informatique 

The first French games house to make a big impact over here - 
with the best-selling Get Dext&r, The company was started by 
Emmanuel Viau and Marc Andre Rampon - both of them still 
disgustingly young - in Jum 83, They started out with a flight 
simulator written by Marc on the ZX80 3 Intercepteur Cobalt In 
three years the program has sold around S3 ,000 copies in its 
various incarnations. 

Their first Amstrad prog was the excellent pinball simul- 
ation Macadam Bump&? t written by software star (and also 
author of Get Dzxt&i) Rerni Herbulot. 

T'he next two games from EI to appear in the UK. in 
conjunction with PSS, will be Contamination - a strategy game 
AA readers should know all aobut - and Pacific, a submarine 
arcade adventure with an alleged 32,000 screens (and an AA- 
Rave in our August issue). 

Marc characterise? Ere as a company who love anything to 
do with ZS0 - \\ allows you to create beautiful graphics/ 

Certainly > the other games I saw at Ere's offices bore out 
that statement. Tension, an animated atrip poker game to send 
the shivers up Samantha Fox, features three characters on 
screen, all of whom can change expression as they try to bluff 
each other -and you. And the strip sequence ia, well, something 
else, Accompanied by some suggestive music r the female 
player wriggles and simpers while the 'camera' zooms in on 
various parts of her anatomy. It could just be a little too hot for 
us over here- 




Zombt — y-our 
chance to take 
pad in a n^ght of 
the living dead. 




Trtle screen from 
Graphic Ofy # Ubi 
Soft's forthcoming 



Ubi Soft 

If you ever saw the film Night of the Living Dead, then you'll 
appreaciate Zombi, a disk-only Amstrad game from Ubi Soft. 
You can choose to play one of four characters who have to find 
enough petrol to escape from the zombie hordes on their taiL 
The game has those familiarly excellent French graphics - 
influenced by strip cartoons - and is icon-driven. 

Future releases from Ubi iclude Graphic City, a sprite 
designer which, they claim, is better than Laser Bssic, and Fei 
ei Flamme (Iron and Flame), a role-playing game set long long 
ago. 

Ubi Soft may well be unique in the history of games 
software houses - the comapny is run by women. As they say 
over there. p Gherchea la femme\ 

LoHciels 

Already well-known here for the intriguing Fifth Axis, Loriciels 
have some tempting games due to appear in France for 
September - although it's not yet clear how many will make it 
across the Channel. 

From the authors of Filth Axis comes Sapiens, an adventure 
set in prehistoric times which use* fractal graphics. M&taraibo 
is an arcade game which poses you the problem of seraching 
for underwater treasure, while Biny-la-Banlieue - Suburban 
Billy - has the bizzarre scenario of a greaser looking for some 
good old-fashioned arcade games, 1 know the feeling. 
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Infogramcv 

If you start seeing armadillos all over the place, don't worry. 
This i* a perfectly normal reaction to the entry of Infogrames 
into the British market. The Armadillo - le tslou - is Infogrames' 
logo and, boy, do they make the most of it. You may even be 
getting The Daily Armadillo 1 showed through your letter box 
one of these days, telling you about their lates 1 . games. 

The first release here is MandragQrG, for news of which see 
ehe Pilg's column. This is to be quickly followed by Om&ga, an 
interplanetary role-playing game, and then 77i* Vera Cruz 
Ufoir. a murder mystoTy with superb graphics, previewed on 
page 98 of this issue. In this line too ie Murder on the Atlantic 
which, as ehe name suggests, is set aboard one of the as big 
ships full of characters escaping from an Agatha Christie novel. 
La Geste d'Axtillac is also one for the Pilg; if the guneplay gets 
anywhere near the quality of the graphics it should be some- 
thing pretty special. 

Infogrames have something like 30 programmers working 
m-hou^e at their Lyons oBices, They're a young company - the 
co-founders only total 34 years between them - with a lot of 
ambition; in an interview given recently with a French maga- 
zine Bruno Bonnell said that Infograme s ambition was 'to 
become the international leader m interactive media. To make : 
Infogrames a Metro-Goldwyn-Mayei of computing/ 



The *hrz-kld 
foundtn of 
Infogromes; 
Ghflstophe So pet 
- In ihe unfinished 
cordlgon-ario 1 
Bruno Bonrwf, with 
ttie orraodlHoi 





Ti+i* screen from 
Murder on the 
Atlantic gfrfts o 
clue to the gome's 
location 



Rainbow 

Rainbow is a pretty new games house, but they've already 
Kgned a deal with CRL over here. The first prog to come out - 
probably in September - should he Warrior a dungeons- and- 
dragonsi&h, menu-driven affair in which you have to liberate a 
country Irora its tyrant IT the plot sounds all too familiar, then 
the quality of the graphics should compensate. And Rainbow 
promising a much bigex disk-only version. 
Future releases in France include Goliath, a Zaxscon-ctyle 
and graphics adventure Attentat in which you 
to defeat a terrorist conspiracy. As yet it's uncertain 
' th«y will appear in the UK, 



MINITEL 23 PRE5TEL 1 

That's the proportion by which the French are leading us in the 
comms field. It's not really something in the French character, 
just the fact that hundreds of thousands of Minitel terminals wet & 
given away to get the system going. There are now 1 3 million 
systems installed. 

So now N if you've got the gear, you can get access io any 
amount of weird and wonderful information r For imtance, 
nearly all the popular magazines and papers are on Minitel Not 
only can you read the paper, but you can get in touch with like- 
minded readers and discuss the football results or the latest 
films, or even where you'd like to meet for dinner 

So all in all The French have really got their act together as 
far as the Arnold is concerned, and in certain aspects are way 
ahead of us - vive la difference! 



STOP PRESS 

See page SB for hot previews 
of new software soon to be 
available in your shops, and 
page 84 for a great compe- 
tition in whlcji you. can win 
the first of an Infogrames 
game to appear In this 
.country! 



■ 
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Absolute 
Beginners 






More loops and variables from Andrew Wilton, arid a few pictures too In 
Part Five of our crash course In Basic 



■jas? time -we saw how v:c car, use letters !o represent numbers 
in the commands we give to Arnold. These letters are called 
variables, and are an essential feature of BASIC. In fact, 
variables needn't just be single letters - words will do just as 
well. Thus, where we had 'a-999:MOVE a P 180' last time we 
could have put 'elephant = 599 :MOVE elephant, 1 BO' instead. 
Arnold would have understood and obeyed the command in 
exactly the same way that is, he would have performed a 
MOVE 599 h ISO' , 

We also saw thai we can alter the number attached to a 
given variable name - the value of the variable - using an 
assignment mmmand. Thus, the command l MOVE a t iaO' can 
mean different things depending on what the last V--,- 1 
command was. Take a look at this program: 



10CLS 
Ma 130 
aDPtQTa.lM 
40* = 210 
5$ PLOT a f 100 



The PLOT commands in lines 30 and 30 are identical, but they 
do different things, This is because line 40 assigns the new 
value of 210 to H a f , wiping out the old value which line 20 had 
set. 

We rounded off last time with a program that used the new 
commands TOE and NEXT. We saw there that these commands 
were very powerful, but we didn't see precisely what they did. 
We're going to find that out right now - with a little help from 
one of the first commands you learnt. 

PRINTING VARIABLES 

Right back in Absolute Beginners Part 1 we saw how PRINT 
could be used to display text on screen, In fad . PRINT can do a 
lot more than that. Try typing in these immediate commands: 



a-SM 
HUNT "a 1 
PMNT a 



You should find that the fust PRINT produces the letter "a 1 , while 
the second produces the number 593 - the value of the variable 
*a\ The difference between the two is just a matter of punctu- 
ation: the first has quotation marks to tell Arnold that V is a 
piece of text to be printed: the second, on the other hand, has 
no quotation marks Because of this, Arnold assumes you're 
trying to PRINT the value of the variable 'a\ You previously 




assigned the value 393 to 'a 1 
screen. 



so that '6 what Arnold displays on 



FOR-NEXT LOOPS 

That may have seemed like a bit of a diversion but, believe me, 
it was necessary. FEINT is vital for monitoring what happens to 
the value of a variable, and we'll need to do a fair bit of 
PRINT ing to understand the FOR and NEXT commands. 

Lot's start off with a simple program which just prints a 
message repeatedly; 



10 FOR a- 1 TO S 
20 PRINT "Una 20" 
30 NEXT a 



Lines 10 and 30 together make Arnold perform the PRINT 
command in line 20 no* once but five time a RUN the program to 
see this for yourself. Then add to it by typing in new lines so that 
it looks like this: 



SPRINT «Un»S M 
10 FOR a-1 TOS 
IB PRINT "Lia* IS" 
25 PRINT "t*tae 20 11 
2$ PRINT "Line 25 M 
30 NEXT a 
35 FRUIT "Liite 3S" 



Now RUN this. You should find you get a series of messages, 
each of them referring to the hne that PRINTS it Thus, if you get 
the message "Line 25" on. the screen, you know Arnold has just 
performed the command in line 3S, In practice Arnold does this 
sort of thing very fast, so you won't have time to think about 
each line as it pops up on screen. That doesn't really matter. 
We're interested m the order Arnold performs the lines in. and 
the number of times he repeats them* 

Okay, you've got a whole series of messages on the screen. 
Let's take a lock first of all at which messages crop up more than 
once. You should have only one "Line 5" message and similarly 
only one "Line 35' \ The middle three, however, each occur five 
times. They're not just in any old order, either. They come in 
five groups of three, each one like this: 



Li» 15 
Line 20 
25 





That is. they're in numerical order within these group*. Can you 
see what FOR and NEXT are doing here? 
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,2l 



If you look back to the listing you'll see that the repealed 
lines are the ones between thy FOR corrrnand in line SO and the 
NEXT command in line 30, The combined effect of the FOR and 
ih* NEXT is to make Arnold repeatedly run through the lines in 
between them. As you may remember from last time, this 
repetition is called looping The FOR and NEXT commands arid 
the hues between them form what's called a loop - that is, a bit 
of the program which gets repeated, For obvious reasons, this 
kind of loop is usually called a FOR-NEXT loop, 

HOW MANY TIMES? 

U s all very well me showing you how FOR and NEXT can make 
a bit of your program repeat itself, but you'll also need to know 
what controls the number of times it repeats. 

Gat nd of the old program using NEW, and type this one in 
its place: 



1Q CLS 

20 FOB a 1 TO 10 
W PRINT "Hallo" 
40 NEXT si 




31 you RUN this you'll get the message "Hello 11 appearing on 
your screen ten times. Clear! y line 30 is being repeated ten 
times, so that's the number of times Arnold's going through the 
loop. Change line 20 to read: 







aOFOH* 1TOS 







Nqw you should only get the message appearing five times - 
Before you jump to any conclusions about what this second 
number does, try running the program again with line 20 
modified as follows: 



30 FOR a - a TO 5 



Now you only get the message four times. If you can t work out 
why, don't worry, Remember that business earlier about 
printing the value oi a variable? Well, that's what we're going to 
do right now. and it'll show you exactly what's going on 

You see. that *a* between TOR' and =" in line 20 is a 
variable name. The FOR commar.d needs a variable to count the 
number of times it's gone through 'Jte loop, and the TOR a = ' 
tells Arnold to use a' as that variable. Modify your program so 
it looks like this: 

10 CLS 

20 FOR a Z TO 5 
3ti PRINT 4 
40 NEXT a 

When you RUN this you'll gel a series of numbers running from 
2 to 9, Each of the numbers is the value of the variable l a' for 
one pass through the loop - one performance of the PRINT 
command m line 30. As you can see. the value of "a* starts off as 
2. and goes up by one each tune until it gets to S. When Arnold 
finds the command TOR a~ h he sets 'a" equal to the first 
operand, runs through the loop, increases the value of 'a' by 
one, runs through the loop again and so on. He'll only stop once 
V is larger than she second operand. 

In this program, then, he sets V equal to 2 first time 
through. The NEXT command tells him ;o run through the loop 
again using the NEXT value of 'a K - which he gets by adding one 
to its current value. Thus he runs through the loop again , this 
■ -v with 'a' equal to 3. The same thing happens for a" equal to 
* and 5- After the pass through the loop with V set to 5, the 
NEXT tells Arnold to find the NEXT v-ilue of V again, ready for 
another pass through the loop. The NEXT value of 'a 1 would bo 
t» fcowever, and that is greater than the second operand of the 
FOB command So, instead of running through the loop again. 
Arr c.2 carries or. with the rest of the program. In this case there 
lin t any more program to carry on with so Arnold puts up 
- - z v Let y o u kn o w he 1 ? im Lshe d . 




Wo can show what goes on even more clearly by adding 
these lines to the program, and running it again: 



BQ PRINT "That 1 * tfe* «*4 ttf tie loop 
GO PRINT a 



You should now find that it PRINTS out the numbers 2 to 5, the 
end-oMoop message and then the number 6. This last is the 
value oi 'a 1 after Arnold has finished with the loop. As we said 
wq said before, this means Arnold carries on with the rest of the 
program. So when he reaches the 'PRINT a" command in line GO, 
V still has the value 6 from the last lime Arnold performed the 
NEXT in line 40 - so that's the number he PRINTs on the screen. 

PUTTING THIS TO WORK 

At the very end of last month b Absolute Beginners there was a 
program which dragged a square from one side or the screen, 
very slowly. It went as follows; 

S FOR a - 0 TO SfS 

20 DRAW a 40,180,1 
30 DRAW a ^ « t 220 t l 
40 DRAW a ,220 J 
90 DRAW aJttU 
60 NEXT a 

You should have some idea of how this works now. We haven't 
covered that 'a + 40' business in lines 20 and 30, but this is more 
or less self-explanatory. It just tells Arnold to use 40 more than 
the value of 'a' for the First operand of the DRAW command. 

THE LAST STEP 

There's just one more thing I want to cover this month, and 
that's the STEP command. Modify line S of the program above to 
read: 

5 FOR it 0 TO S» STEP 10 

Notice how much faster the square moved now? That's because 
Arnold is increasing 'a' by 10 every time it goes through the 
loop, intead of the usual 1 That's what thai STEP does for you - it 
tells Arnold how much the loop's NEXT command should 
increase 'a' by. 



FOR-NEXT LOOPS 

The commands FOR and NEXT 
work together to form loops. 
Arnold will perform the 
program commands in between 
the FOR and the NEXT re- 
peatedly. 

The FOR command needs a 
variable-name and two 
operands. These are laid out in 
the form TOR variable - TO '. 
When Arnold comes across the 
FOR command he makesthe 
variable equal to the first 
operand. The variable is used 
to control the number of times 
Arnold performs the loop. 
Because of this it is called the 
Joop vanah/e The second 
operand is an upper limit for the 
loop variable* and Arnold 
stores it away for future 
reference. 

The NEXT command just 
needs a variable name, bu? it 
must be the same one you used 
in the FOR statement. When 
Arnold reaches the NEXT com- 



mand he adds 1 to the loop 
variable, and compares it to the 
upper limit - the second 
operand of the FOR command in 
other words. If the loop variable 
is still less than the upper limit, 
he runs through the loop again: 
otherwise, he carries on with 
the rest of the program 

If you're using the loop 
variable as an operand of a 
command in the loop, like the 
way the moving-square 
program uses 'a 1 in those MOVE 
and DRAW commands, the STEP 
command can come in handy, 
This lets you change the step- 
size of the loop - that is, the 
amount by which the NEXT 
command increases the loop 
variable each time, Arnold as- 
sumes you only want to add one 
each time, unless you use STEP 
to tell him otherwise. Using 
STEP, the FOR command takes 
the form 'FOR variable- TO 
STEP'. 
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PART 3 



BOOTING UP CP/M 



Last month's episode of this series was 
dominated by the D (Rectory command/ and 
the wonderful things ft could do for CP/M 
PLUS users. Users of CP/M 2.2 can get their 
revenge now, because most of this episode 
goes into the depths of the STATus com- 
mand, which ts not even implemented for 
CP/M PLUS* But Matt Nicholson covers some- 
thing for everyone, so read on... 

Before we start, let 1 a make a backup of your CP/M system disc. 
This means copying the contents of the master system disc on to 
a blank disc, and using the copy for day-to-day work so ih-ai ii 
anything goes wrong you've still gol a working master disc. 
This is something that you should do with aU your program 
discs, otherwise you could have an expensive problem when 
your only copy of a program gets corrupted! 

Fortunately Amstrad supply a program hie on your master 
disc lor this very purpose: called D1ECKIT2.COM on CP/M 2.2 
and Dt5CKlT3.COM on CP/M PLUS. The program is run by 
entering DISC K IT £ or DISCEIT3 as appropriate, and follow- 
ing the on screen 

instructions. Remember to press the function keys lo select an 
option, and select 'copy 1 at the first menu. Also remember to 
copy both sides of the discs- Once you have successfully copied 
your master discs, put them away somewhere sale and use your 
copies in Future, 

Last month we showed you how to use the STAT command 
to give you a directory of the contents of a disc - something 
which is- done in CP/M PLUS wjth the DER command. However 
this is just pa it of the STAT command's function, as it can also 
show you the full STATus, or vital STATistics, of your micro. 

DEVICE ASSIGNMENT i^^^^^^^^^Bi 

As far as lite operating system is concerned the disc drive is 
just one of the elements of youi micro that has to be taken care 
of Other elements are the keyboard and screen, and any 
interface ports, On the Amstrad these are the Centronics port 
for your printer and, if you have one fitted, the HS232 or Serial 
port used for communicating with other computers. 

However CF/M was not designed specifically for she 
Amslrad range: it was designed long before Arnold was just a 
twinkle in Alan Sugar's eye; and to be portable - Lft to work on 
a wide range of makes and models, with a wide range of 
keyboards, screens and interface porta. CP/M takes care of this 
by distinguishing between "Logical 1 devices and 'Physical 1 (or 
actual) devices. Physical devices are best regarded as ihe 
actual keyboard, screen and interfaces of your computer. 
Logical devices are part of the CP/M operating system, and are 
the same regardless of the computer itself. CP/M operates by 
assigning the logicaJ devices to the actual, physical devices of 
your micro. 

CP/M 2.2 has four logical devices, and their name* reflect 
the vintage of the operating system: CON: stands for CONsole", 
and usually covers both ihe keyboard and the screen: RDR; 
stands for 'paper tape ReaDeR\ and covers the serial input 
device: PUN; stands Tor card PUNch , and covers the the serial 
output; and finally LST: stands for 'LiST device 1 , and is usually a 
parallel or centronic printer. CP/M PLUS is a little more up to 
date, dividing the console between CONIN: and CONOUT: for 
the keyboard and the screen respectively, and using AUXIN: 
and AUXOUT: for the serial input and output. LST: remains for 
the printer output, giving five logical duvices in all. 
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The physical devices are named differently, and again 
reflect the vintage, The actual keyboard and screen -are called 
CRT:, standing for Cathode Kay Tube 1 . The serial interface is 
called TTY: in CP/M 2,3 + standing for TeleTYpe 1 , and the more 
reasonable SIO in CP/M PLUS, scar ding for Serial Input Output 1 , 
finally the printer is labelled LPT: in both versions of CP/M> 
standing for "Line PrtnTar 1 . CP/M itself supports a lot more 
Physical Devices than these, including such things as Paper 
Tape Reader. Banc* processing and User Defined Punches, bui 
these are not applicable to the Amstrad machines as they stand. 

Anyway, back to the 20th Century and down to work. Turn 
on your Arnold and boot up CP/M 2.2 as described in Pari One 
:: this series (PCW owners hang on!). On the A-prompt type 
STAT DEV: and Ml return - remember the colon H otherwise it 
won't work. The result will look like this: 

JL.iftftt d*vi 

cove j,* on i 

RT>&: TTT; 
NU; in T.Pts 
hZTi it LPT. 

This command shows you the STATus of your DE Vices, listing 
the logical devices on the left and their assigned physical 
devices on the right. So this listing tells you that CON: is indeed 
mapped to the keyboard and screen. RDR: and PUN: are the 
input and output of the serial port respectively, and LST: is the 
centronic printer port. Now enter STAT VAL: h and you should 
get something like this: 











S*t :ndl£atar> fUflUiwm Lyu IK'O »P-'W AtlYtf 






tfiwir Status i VSR: 




lot? 1* Aa*Mr. 




COS: - TTIj CRT: 3AT 


vet 


MW * [TV F7S mi 




TUWi - TTV; PTT UF1 


ttttl 


Lffit * TTTr CUT LPT : 





What is shown here is a complete list of the VALid entries and 
formats for STATus assignments. Ignore the top bit for the 
moment, and concentrate on the bit below the words Mobyte 
Assign 1 . Listed here are all the possible physical devices that 
can be mapped to the four logical devices- h is quite possible, 
using the STAT command, to assign CON: to the serial port, in 
which case Arnold would lake all information coming through 
the serial port as though it was keyboard input, and would send 
its display through the serial port instead of to the screen. 

To do this enter STAT CON: TTY:. The result will be 
unspectacular, as nothing you enter on the screen will appear 
on the keyboard. Luckily this :s not permanent p but you will 
have to reset Arnold and re-boot CP/M to regain control, 

If, however, you had another micro connected to your 
Amstrad via serial imerfaces on each machine, you would have 
found that the second micro had taken control of Arnold, Andy 
and I managed to do this, using the Pace K5232 interface on our 
Arnold, and an NEC lapheld micro in the office. When we 
entered STAT CON: -TTY: on Arnold's keyboard, Arnold's 
screen went blank, and his keyboard died, but Arnold's A- 
prompt appeared on the NEC's screen and we were able to use 
the NEC's keyboard to do directories of the disc, and use other 
CP/M commands. 

BACK TO THE DISC DRIVE W^^^^m^^m^m 

All of this probably seems singularly useless, which indeed it is 
at this stage, but devices come inio their own laier in this series. 
The final use ot STAT that we shall cover here is concerned with 
the disc tiles, 




From GFfM 2,2 enter the command STAT *** as we did last 
month. On the screen should appeal a complete list of the Dies 
on your disc. Notice the fourth column P headed "Acc fc for 
Access, AH entries irt this column should stand at B R/W\ 
standing for Read/ Write which means that you can both read or 
use the contents of the file, and change it by writing to ir Now 
Enter the command STAT XSUS.COM SR/O, followed by STAT 
*.*\ The new directory listing reveals that the bottom Tiie h 
XSUB.COM, is now read-only, which is a useful way of stopping 
the accidental corruption or erasure of important files, Enter 
STAT XSUB.COM $H/W, and list the directory again, and the 
file reverts to read/ write. Once again wildcards can bo used, so 
STAT *,COM SR/O sets all COM files to read-only status, and 
STAT *XOM Sft/W sels ihejm back to read/write £Oes. 



OVER TO CP/M PLUS ^^^^^^^H^MH 

As we said at the beginning, r>one of this is implemented in 
CP/M PLUS. However there are two other (ilea, DEV1CE.COM 
and SHOW COM which, between them, cover the functions 
provided by STAT in version 2.2. Although they do the same 
thing, needless to say they do U in a different way! If you own an 
Arnold both these files are on the main system disc r Side L If 
you own a PCW. then you will find SHOW, COM on the system 
disc. Side 2 P but the DEVTCE.COM file ia on the second disc, 
Side 3, Remember that the active side faces left when you put 
the disc in Joyce's drive. 

the SHOW command ia ol limited use at [Ms stage Jusr 
entering SHOW has a similar result to the STAT command on its 
own in CP/M 2.2: it simply shows the amount of free disc space. 
More useful is DEVICE COM. Try entering DEVICE on the A- 
prompt: 



I - ] upuU D-Ol- pur , r.-S^rlai . X* Aah-Xuf £ 
•~¥T HQ 10 L?7 SOAK 0 

COSICL'T: * C1T 
APlfl*: = lull D*n^.* 
MKOPT) = IkJll bfl*t-=» 
* LP* 

Sntmz n»w Utlgr.aent hit SS:i"E)T 



Like STAT DEV: this lists the current assignments of logical 
device to physical device, but with a prompt allowing you to 
alter the assignments there and then, or exit by hitting RETURN. 
Note also the different names used for the devices by the PLUS 
version of CP/M. This command is also a little more intelligent 
than STAT: if you do not have a serial interface it lists AUXIN: 
and AUXO'UT: as being assigned to 'null device 1 ; but if you do 
have a serial interface you will find them assigned to HO, 

Another difference is that you can assign the logical 
devices to more than one physical device. At the prompt within 
the DEVICE program, try entcrmg conin: = crt,lpt, A very 
understandable error message comes up pointing out your 
n-.i stake: you can't assign CON1N: to the printer LPT; because 
the printer is not an input device, only output. Enter DEVICE 
CONOuT: = CRT, LPT this time. If you have a printer connec- 
ted „ and on-line, then anything you enter on the keyboard is 
also sent to the printer and printed out U you do not have a 
printer connected you get a scrolling error message - hit the C 
key to cancel. This format that can be used for any combination 
of device assignments. 

Finally, and something that PLUS owners will be glad to 
know is not implemented in CP/M 3,2, try entering DEVICE 
CONSOLE [PAGE] at the A-prompt: 



^cwia^* widtJl to r- ■ \ .ttr ■ 



[COLUMNS nn LINES nn]. where nn is any full number. Try 
playing around with it for a while, and see you next month when 
we will look as -Jne PIP command ioi copying ftle$ t and start 
creating files of our own, ■ 



Logical 

Devices 

CP M Flu* CP'W 2 2 



Actual 
Devices 

CP U \> ui CP W Z 1 .? 




m — | CON IN 

CONQUT; 



AUXIN; 
AUXOUT: 



CON: 



RDR: 
PUN: 



LST: 




CRT: 



SIO: 



TTY: 



LPT: 



Keyboard 
A Serpen 

Septal 
Port* 

Canlrflnics- 
Porl 



*ti you h*vie an R523? idd^on lotted 

This ia how the logical devices of CP/M map onto the actual 
devices of the mi ceo, for both CP/M PLUS and CP/M 2*2 



STATUS - CP/M 2.2 Only 

The STAT command is a power- 
ful way of examining the 
STATu* ox STATisrtcs of your 
machine. Uaed by ittttf if looks 
pretty puny, but used with 
qualifiers it enables you to 
examine and alter the whole 
nature of your machine. Theee 
are the most useful variations: 

STAT Simply shows yoa the 
amount of space left on the disc, 
ari whether the disc is *R/O fc 
(read-only) or *«/W h 
(Eoad/writa). 

STAT filename Given you full 
detail* of the named file on the 
disc, including its srae and 
status. Wildcards can be used, 
so *** would give Ml deuiis of 
ill the files on the disc 
STAT VALs Provides a list of the 



valid format* for the various 
STAT qualifiers, 

STAT WHCt LiMs the full ch&iac- 
tens tics of the curreiti disk 
drive, STAT BJD5K: would give 
the characteristics of Drive B, 
STAT DEV: Lists the current 
assignment of Physical (Acttuil) 
devices to the CF/M Logical 
devioe*. 

STAT logical; = physical! As- 
signs the specified logical de- 
vice to the specified actual 
tfevitw- 

STAT filename W/O Sets the 

specified files t© r*ad-onJy 
status. Again, wildcards can be 

STAT Manama SR/O As above, 
bet setting files back to 
read/write status. 



What you see is the format of your display - and you can alter it 
too! The formal for doinct this ia DEVICE CONSOLE 



SHOW & DEVICE r CP/M 

The CP/M PLUS operating ay- 
stem does not use flic STATus 
command, however it shares 
the facilities over three oth^r 
commands DIR, DEVICE and 
SHOW. W* covered the 
DQtoctory command and all its 
options last month. The SHOW 
command covers the remaining 
disc specifications, white 
DEVICE cove i » the mput and 
output characteristics ct your 
micro; 

SHOW Like the bare STAT com- 
mand, this simply shows the 
amount of disc space left on the 
active drive and whether it is 
Read/Write or Bead Only- St can 
be followed by a disc letter, so 
SHOW B: would show you the 
amount of spade left On the disc 
in drive & 

SHOW {SPACE} As above, but 
for all the disc drives connec* 
ted, not just the one you are 
logged on to, 

SHOW [DRIVE] Uke STAT 
DSK: this gives the full charac^ 
{eristic* of the active drive. 
Again, SHOW B:fDRIVE] would 




PLUS Only 

give the characteristics 



DEVICE This shows the current 
assignment of Physical devices 
to Logical devices, and certain 
characteristics of th$ Physical 

DEVICE NAMES Just shows the 

charscterishes erf the Physical 

diwrtoa*. 

DEVICE VALUES just shows 
tin* current assignments. . 
DEVICE logical; - p*f*lcal 
Assigns the specified logical de- 
vice to the specified physical 
device . More than one physical 
device can be assigned to each 
logical device by separating 
their names with commas. 
»EVICE logical: NULL Dm- 
connfcets that parttculsx logical 
device, 

DEVICE COKSOLE[PA<5E] 
Shows ibe cument number of 
columns and linos that can be 
displayed on the screen 
HEVIOE CONSOLE 
fCOLOWNS^nn LIMES nn} 
mt& a new format for the screen 
display. 
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How would you like 800K of disk capacity? Andy Wilton looks at a 
| plug-in that gives you just that and more 
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Imagine you've just bought an Amstrad FD-1 second drive for 
four 6128. You get it unpacked, plug U in and boot up CP/M 
PLUS. When you pop a freshly formatted disk into the new drive 
arid, do a SHOW B: you'll find you have just undsr 18QK in the 
way of free space. Nothing surprising about that, you might 
think. Well, Fve got a second drive on my 6 J 28 T but when I do a 
SHOW B: Arnold tells me I've got 796K free. 

And that's not all. When you bought your 360K disk it 
probably cost you the best pari of a fiver - maybe as little as £4 
if you really shopped around, ox bought in bulk. When 1 bought 
my SOOK disk it cost me £2,50. and I simply bought the first one I 
saw. That's BOOK 1 can get at in one go. remember, whereas you 
can only use yours in two separate 160K Chunks, 

As you'™ probably gathered my second drive isn't on FD- 
l, and it doesn't use 3-inch disks. Instead I've got Timatic's new 
& j 28 Bigdisk drive, also known confusingly as the 6128 1 
megabyte drive, which lake* Bewitch floppy disks. 

DISKS ^^^^^^H^^H^^^MMHH 

Unlike the 3 -inch disks that Amsirad drives need, Bl^i have 
been around a long time. They're cheap, easy to find and were 
until recently the universal standard for mtarooompuiing. They 
are also, it has to be said, vulnerable. The disk itself is poorly 
protected by its flexible vinyl sleeve, and the disk surface is 
actually exposed in places, Whereas the 3-inch's tough case 
and metal shutter can take a lot of punishment, 5' <s must be 
handled with care. 

The fact that most micro disk-drives still use 8Ws makes for 
other advantages as well as the availability of blank disks. With 
the right software, a -inch drive can allow Arnold to read Dies 
from other computers' disks. Timatic provide suitable software 
for several major S^-inch formats, so there's another reason 
why you mighl be interested in the Bigdisk* 



THE DRIVE 



Compared fo the FD-l the Bigdisk is wide, flat and heavy. The 
weight is accounted for m part by its outer case, a cream- 
enamelled steel effort which could certainly cope with all the 
rough handling you could give it. The drive sits on four little 
rubber feet which certainly stop it from sliding, The on/off 
y witch is on the back panel, along with a 40/80 track select 
switch and the slot which the ribbon cable comes out of. 

The drive door arrangement at the front deems sturdy and 
practical. Inserting a disk is a twg stage process. First you push 
the disk deep into the slot, a section of the slot's lower lip 
hingeing inwards to allow for the fattest of fingers . Then you 
pull a latch down across the slot, clamping the disk in place. To 
remove the disk again, you simply push the hinged portion of 
the lower lip + This releases the latch and ejects the disk quite 
forcibly. 

Below the drive slot is a red LED which acts as a power on 1 
indicator. There's no 'disk access' indicator, but that's not what 
I'd call a serious omission, Firstly, the one on our FD-1 has 
never worked properly, which has never caused inc any 
problems. Secondly the Bigdisk, while quiet by 5' a-inch stan- 
dards, makes a lot more noise than the Amstrad built-in drives. 
Thus you can tell fairly easily the diffeience between motor 
running and motor idle, As for actual disk access, that's 




perfectly audible even in 
the din of the AA office so you 
shouldn't have any problems at all. 



SETTING UP^^^^^^^^^^^^^^M 

The drive comes fitted with a mains plug and an nmstrad cable. 
Ail you need to do is plug it in, slot the ribbon connector into the 
DISK DRIVE Z" socket on the back of your 6128. and set Ute 
40/80 switch to 80 track. Then you just switch everything on. 
pop a disk in the Bigdisk, boot up CP/M PLUS and you're ready 
to go - almost. 

Although CP/M PLUS signs on as having two disk drives, it 
can't umb the Bigdisk straight away because it expects the 
second drive to be an FD-1 or similar. Instead you have to run a 
program to let CP/M PLUS know what format the second drive 
actually is. 

Timatic provide two such programs, HDENS.COM for high- 
density (800K) and S8QTRJLCOM for iowniensity (400K) oper- 
ation. These both come on a 3-inch disk supplied with the drive, 
along with a few other goodies we'll be taking a look at a bis 
later on. Under normal circumstances you'll only want to use 
HDENS. so you could just put this on your bool-diak - the one 
you use to boot up CP/M PLUS from. If you do this you just have 
to boot up using | CPM, type HDENS <retnxn> and the Bigdisk is 
now a fully fledged drive B. 

You can make things even easier en yourself Timatic have 
thoughtfully provided a file called PROFILE. SUB which runs 
HDENS. Jus! put the HDENS. PROFILE and SUBMIT files onto 
your boot disk and every time you boot up CP/M PLUS it'll 
automatically set the Migdi$k up foi you. 
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are you've wanted to transfer your files to your Arnold at some 
stage. Using Bigdisk and another of the bundled, program*, 
TDOS.COM, you cam. There are some rest fictions: TDOS can't 
cope with directory paths, and demands double-sided disks. It's 
worth bearing in mind too that you can't transfer MS-DOS 
applications programs - only the files they produce. So you'll 
need a CP/M application that can cope with !hd given file 
structure. 

hi practice you're most likely to want to transfer text as an 
AECH file, and that presents no problems at all, TDOS is a very 
flexible tool allowing you to transfer files either way, catalogue 
drive* A: and B: or erase files from ihe MS-DOS disk. If s very 
friendly too. When I tried to transfer files from drive B: to drive 
fl: s it told me that Fd set Hp "silly drive assignments 1 ' - and of 
course it was right, 

CAMELION ^^^^M^^^^H^^^^H 

If you want still more freedom and don't mind spending an extra 
£49 + TLmatic sell a very powerful format selection utility called 
CameMon. I'm not sure, but I think the spelling error's delibe- 
rate - after all, CHAMELION COM is too long to be a legal CP/M 
filename. 

Anyhow, I've not seen the package myself but it sounds 
very impressive indeed. II offers a host q! different preset 
formats , or lets you define your own if you can't see the one you 
want. The latter option doee involve 'getting your ieet wet 1 , but 
Timatic do offer to help you find the setting* you need. If you 1 ve 
got a lot of info you want to transfer one way or the other, it 
could well be worth it. 



While you're sorting out 
what you want on your boot disk 
you'll need to give some thought to FORMAT.COM, another of 
the programs supplied with 'lie disk. As you might expect, it's a 
utility for formatting 5'r*s, It takes quite a bit longer than 
D3SCKIT3 does on a 3-inch F but that's hardly surprising when 
you think about the siae of its task 

That's about it in terms of using Bigdisk as a big, cheap 
drive EL All the programs supplied for this purpose are simple 
to use and require nothing in the way of technical knowledge. 
But there's more to Bigdisk than this, as I've already hinted. 

CP/M 2.2, AMSDOS AND BEYOND ^^^^^M 

H you're sharp-eyed, you'll have noticed 1 mentioned 
S60TEK.COM,, and said it was used to set Bigdisk up as a 400K 
drive but didn't say why you'd want to do that. You can't use 
Bigdisk to its full under CP/M 2,2 or AMSDOS, hence all the 
specific references to CP/M PLUS so far. But you can use it from 
both operating systems :is a 4 DDK drive. Under 2.2 you use 
SOTES;, COM to set it up and under AMSDOS you use BOTRK.BAS, 
both files coming on the bundled disk. Timatic provided 
S0QTHKGOM so that you can get at these low-capacity files 
under CP/M PLUS, if you need to. This common standard across 
operating systems U a nice touch* and could come in very 
handy, 

Bigdisk can cope with a much wider range of formats than 
this, though. If you want to set it up to read CP/M 06 tiles written 
by an IBM PC, Bigdisk can do it It can also cope with FTS and 
1CL format CP/M files. Far more important, it can read from and 
uxfti m v.? DOS and PC- DOS di&ka 

Thanks to the PC and its compatibles, MS-DOS is the 
operating system for serious computing today. If you use an MS- 
DOS computer m the office, at school or in college p the chances 



VERDICT ^^^^^^^H^^^^^^^H 

If you can spare the £249 asking price, Bigdisk is wonderful just 
as a second drive. The feeling of freedom you get from 
knowing you've got 800K to work with is amazing. It &m 
transform some programs in a way that a normal second drive 
ean't hope to. 

Take Digital Research's Pascal/MT+ { for instance. Under 
normal circumstances you need one disk for the compiler and 
editor* another for the linker and at least one more for the 
debugging tools, library routines and everything else, Even 
with this arrangement the compiler /editor disk soon starts to 
nudge 180E - and that's with a small, no-frills editor, With a 
Bigdisk on the other hand you could fit the whole lot onto one 
disk, use WordStar a& your editor, and still have several 
hundred K for your own program files - without touching drive 
A:, that is. 

As for transferring tiles to and from other machines, that 
depends entirely on your needs. Only you can work out 
whether it's worth the price, but it does seem straightforward 
and reliable from the file-transfers I tried. Bear this in mind: 
even if you buy Bigdisk chiefly for transferring files, you can 
still use that great big HDENS format when you use the machine 
normally. ■ 



GOOD NEWS 

► Huge ( BOOK) capacity. 

► Cheap i readily available 
disks. 

► Friendly software. 
Easy to use. 

Can read MS-DOS and 
other non-Arnstrud disks. 



BAD NEWS 

P- £250 Is a ldt of money. 
► You only gel a 40QX 
capacity under CP/M Z,2 
and AMSDOS, though that's 
still pretty big. 
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Andy Wilton plugs-In a novel approach to 
tape-to-disc transfer 



If you thought having a disc dnve meant fast-Loading games, 
you probably reckoned without all those problems of three-inch 
disc shortages, titles only available on cassette, and the extra £B 
a time that disc-based games tend to cost. For those of you who 
just ha yd to have your lengthy games an disc, the 
choice has always been one of buying a tape- 
disc transfer utility or learning some serious 
machine code. 
Neither of these two methods are exactly 
ideal. Tape-disc utilities have a bad 
reputation for encouraging piracy; 
arid a worse one for simply not 
working. There's an undeclared war 
between people who write transfer 






The mosl prominent 
feature of the Imager 
module U a single red 
button on the top of the ca - 
sing. Indeed , aside from the 
through-connector and the Mirage 
label, it 'a the module's only Feature. 

This button is used to activate the image* when you need it. 

Plugging in is quite straightforward on the 464. but 
664/6121 owners have to be a bit careful. With most expansion- 
port plug-ins. Arnold finds any connection problems on power- 
up. Hie Imager is ait unconventional peripheral v however, and 
a normal power-up screen doesn't necessarily mean all is well, 
You may well find that, even with an apparently healthy start- 



turbo-loading routines. The latest 
games will always stay on* jump 
ahead, and keeping up with 
advances in copier design 
can get pretty costly. 

As for the hacking 
approach; this too has 
its problems. Even 
dealing with simple 
headerless loa^ 
ders needs a 
sound grasp of 
machine code 
and a pretty good 
idea of the way 
Arnold's laid out inside; 
and as for the latest turbo- 
loading protection schemer 
these take effort* skill and a great 
deai of menial juggling. If you're not 
already equipped for the job p it could 
be an expensive business loo, Jus* the 
firmware manual and a decent set of hackers' 
utilities - Pyr&dGV, for example - could set you 
back the best part of £50, 
For the same sort of price, Mirage now offer a third 
and much simpler solution to the tape-disc problem in the 
Imaffor. It handles tricky loaders and other protection 
schemes with ease because, unlike all the other transfer 
systems currently available, it's a piece of hardware. 

WHAT IT IS 

The Imager takes the form of a chunky expanston-port module, 
designed to hug the back of a 4£4+ For the benefit of 664 and 
6128 owners the package includes a ribbon-connector so that 
the unit can stand free of the machine, Also included are a 
couple of photocopied sheets of paper by way of instructions, 
and that's it. 



utilities and people who write up, pressing that red button produces the usual bad-connection 



mess on screen. As ever you have to switch off and plug in 
again, making sure the metal strips of the connectors line up, 
and then switch Arnold back on. Repeat this until everything 
behaves itself, 

WHAT IT DOES 

Once the Imager is set up properly you can go ahead and load 
the game you want to transfer At this s?age Arnold behaves 
exactly as normal because, quite simply, he doesn't know the 
Imager is even there. Once the game has reached the point 
where you want it saved, you just ml the red button and the 
Imager swings into action. 

Immediately the game action freezes, and the top two lines 
of the screen are replaced by the Imager's sign-on message 
With most games you'll also find the colours on the rest of the 
screen go haywire, and quite possibly the display ends up 
scrolled rather strangely If you now hit < Enter:* on the 
keyboard Hie sign-on message is replaced by a prompt and a 
list of possible commands. 

The emphasis ]^ere is on ease of use. The only options 
available are Save. Load. Run. New and Cat - all very familiar 
coimviaric; lc^as. You }qs< type the first letter of the command , 
you want and hit <Enter>p H you type for Save F the imager j 
prompts for a file narne 1 asks which drive you want to save to j 
and then goes to work writing the program to disc. The 'Load 
command leads to a similar filename prompt, after which the- j 
saved game loads m to memory You can now restart the game] 
where you left off by using 'Run 1 * 

As for the other commands: using New' before you load] 
the game from its original can save you a lot of disc space, 
especially on the 6)28: and 4 Cat' )ust catalogues the disc 
though at the cost of losing any program you had in 
memory There are plenty of possible error messages, 
they're mostly self-explanatory and the documentation coven 
them pretty well anyway. 

HOW IT WORKS 

Provided there's room on the disc and you don't make any silly 
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^" mistakes, the set-up works 
every time, Il*s hard flo ima- 
gine a protection system that 
could stop the process - eon^ 
ventional turbo -loaders or Lenslok- 
type sy sterna certainly don't, That's 
because the ImaffQi woxks by brute 
force, and makes no attempt to understand 
the code (hat it's dealing with. 
When you press that red button and choose the 
Save command, the Imager stores the entire content* 
of Arnold's memory and the precise stale the 280 is in at 
the point where ihe gan-.e got frozen. In theory, then, il car. 
make a record of everything about Arnold's state at the point 
when you pressed the red burton, and restore him to dial state 
some time later. 

Unfortunately, there are some aspects of Arnold's state of 
mind T - colours and screen size in particular - which the Imager 
can't record. This meant that Ghosts and GohExus, while playing 
fine, adopted a very funny set of colours after imaging. As for 
Siarstiike H k screen size problems made the imaged version 
unplayable. Mirage are working on a replacement ROM to get 
round ihe screen -size problem, which should be available by 
the time you're reading this, Existing users will be offered a 
free upgrade, 

That still leaves colour problems - though most games 
reset these back to normal if + for example, you leave the room, 
move to a new screen or get killed. Others can be ugly but are 
rarely unplayable. Indeed e imaging Ghoxis and Gohlms cured it 
of its green-screen visibility problems. 

Other drawbacks are rather more serious. Imaged games 
take a long time to load compared to conventional disc-games. 



and eat up disc space like nobody's business. A typical imaged 
game is the best part of 60K long, and takes something like a 
minute to load, ThL& is siUl a worthwhile improvement over the 
enormous loading times of tape games these days, but it s not 
exactly all you could hope for. 

DISCOURAGING PIRACY 

Some people will also be disappointed to hear that you can only 
reload imaged games with the Imager present, and that the 
imager actually encodes its files to keep things that way. To my 
mind litis shows a responsible attitude. Any product of this type 
is bound to come under attack for encouraging piracy , and the 
ease for legitimate disc-tape transfer needs all the support it can 
get; Mirage are working on improvements that would mean you 
could only reload hies with the same Imager that was used to 
save them, and it's good to hear that too, ■ 



Mirage Microcomputers Ltd AH CPC machines, price £49.95 



GOOD NEWS 

► Works ev&ry time. 

► Very simple to use, 

P- Takes steps to di&courage 
piracy. 

* Lets you save a game at 
any paint you like. 

The cure for screen-size 
problems Is on Its way, 



BAD MEWS 

► You're stuck with col&iu 
problems. 

► Takes its time, and your 
disc space. 

£50 isn't exactly peanuts. 



0 



THE FULL 

RAMIFICATIONS 

DK'tronics plugs you in to that wasted RAM - Andrew Wilton checks the 

claims 



With this new plug-in DK 'tronics, a firm best known for offering 
add-on memory expansions, are going into the business of 
helping you use the memory you've already got. II you've go* a 
6128, you've got an extra B4K of memory compared to 484 and 
©64 owners, But unless you use CP/M Plus this 64K probably 
hasn't done you a whole lot of good up till now. The 84K Silicon 
Disc just might change that - for a price , 

Like its 356K big brother, reviewed in the May issue of AA> 
this package offers you a ramdisc for your CPC. A ramdisc is a 
section of memory which behaves like a disc drive; you can 
save and load files just like a real drive, only much faster. 
Unlike the 2MK version the new Silicon Disc, or sBisctor short, 
doesn't actually come w*1h RAM ot its own. It simply enables you 
to use that extra 64K of RAM as a ramdkc t sofneftiing it wouidtt't 
be too easy to do otherwise* 

SETTING UP 

The jiJiifC is a single unit which plugs onto the«jjtiftsion port. 
As such it makes a much more reliable connection than that of 
the twin units of the 3S6K version. There is no noticeable 
wobble on the unit, and it behaves well evan with <$uite a few 
other peripherals hanging on the through connector. The only 
connecticBJ problem came when I tried to connect it at the *arne 
time as a Pace RS 8 32 interface - and there was a good reason 



for that, as we'll see later, 

Once you've got the aBtec plugged into the back of your 
Arnold you can set the thing up for use under AMSDOS. To do 
thi* you simply type the external command [SD1SC. The sDisc 
ROM responds by telling you which drive it 1 * going to be: drttfe 
B if you've got the bare 6138. or drive C if you've got an add-on 
drive as well, if you want to uae it fift the normal AMSDOS way, 
you caa now: switch to it using ;B or |C as appropriate- The 
commands CAT, | ERA and the like will all work just as if you 
were dealing with a genuine disc drive. 

You can also use the 64KsDisc with CP/M Z2 from aide 4 of 
the 5128 ay stem disc*, but you'll have to go to a bit more 
trouble. It's aii set out &iep-by-s*ep and there's nothing too hard 
about it so long as you follow the instructions, but you'd have to 
be pretty well up on CP/M to have the faintest idea what it all 
means 

DRAWBACKS 

If the reliable connection made a pleasant change from the old 
336K Silicon Dise t there are several minus points worth bearing 
in mind. An obvious one is the smaller capacity. Once you've 
made room for the directory there's ordy 62X available, and 
that's really not very much at all. If you want to run an 
application from the Silicon Disc and keep data on the normal 
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drive you'll probably be ofe;ay> butevej* there you are Uiriii£d in 
what you ca*i do, WordStar will fit, for example, but yoti 3 U hava 
to leaTC this h^lp file out. 

Worse still, for my money, £b that you can't uee the ##iT 
sDisciuuier CP/M Plus. The lack gf CP/M Plus compatibility ww 
i Sertoli* drawback to the early 5HfiJf sDiscs, and DK : trcmc-. 
wasted little time in bringirig out .an improved, compatible 
version, They won't be able to do that with the 64K version, 
however* because of jthe very way lite thing works , 

The sB&c is t after all, nota ramdisc ift its own right. 
Instead it turns the extra 64K of memory already m the 61 26 (or 
espancted 464/664) into a ramdisc. Uitfortunately, CP/M Plw 
needs that extra 64K forits owt purposes - which b why you 
can't me CP/M Plus with the unexpended 464 or 664 £ you 
were to try and use the sDisc znd CP/M. Plus simultaneously the 
clash would be disastrous. 

In addition to these you've got the standard problems of 
r&mdiscs. They may behave like discs, but they're really j use 
RAM, the same normal computer memory >- literally, m thia 
case. So you lose the contents of a ramdtec when you switch 
youj?' computer off. Any data you put on the stJwc has to be 
backed on a genuine, three-inch disc ii you want to keep it 
aafe. The things are only really useful, theft, for keeping 
pTOgiam* and overlay files on. : ; 

Connected with this is the problem of getting your 
programs ate onto the sDisc. When you switch, on the is 
empty-' anything you warn to reside there has to be transferred 
across. To make things easy, the sDiscRQUl im& a couple of bar- 
comraands to move programs and data around | SAVEDESC 
atare* tb4 entire contents of the spisc, *j&d is* very usefei tor 
making; backups of precious data held there. I LOADD1SC does 
iiie reverse, and is very handy for putting an application onto 
the sDisc: it does, however * ftav* an iinpleaaant habit of 
crashing if there's more than 02K of data on the disk 

DOCUMENTATION 

DK tronicss have combined all their product documentation into 
one 80-page manual. The 64K and 2S6KsDisc$ have only eight 
wpae between them, but this is room for a thorough coverage 
of the their use plus some interesting technical notes. As for the 



o^ter 72 pages; they make pleasant enough reading and do no 
harm* though tho packing wag designed with a thinner manual 
in mind an-d makes for a bit of & tight fit. 

To their credit, DX'tronics are at pains to point out the 
incompatibility of the j£fec with CP/M Pltifi. The only tiling fhzt 
the manual lacks is a mention of the thing's ROM number, it is in 
fact ROM number 4, so you won't be able to plug it in with the 
Pace R3232 lor example 

VERDICT 

If the review has been a bit on the negative side so fer, that's 
because I've left otttthe most Important factor the price. At just 
under a hundred pounds the 25 SK. version was, I Gelt, somewhat 
overpriced. Ch&ap non-Amstrad drives make- this look even 
more the case now, 

With its sub-thirty pound price tag. the 64K model i& a much 
more ^ttraotivfi proposition. If yoa can't afford a second drive:; 
for your 6128 fes new s£i$c doea reprove m a viable low-cost 
altefMtltfe, It'*' got a v^ry low c^pflcity and it can't do some of 
(he useful things th*t a real drive can do S make back-ups, for 
example - but it is both cheap and fast. M 



64K SILICON DISC 

CFC6128, or 484/664 With 6*K add-on RAM 



GOAD NEWS 

fr- A lot cheaper than a second 
disk drive. 

+- Quite a bit quieter than a 

conventional drive, especially fat 

CP/M applications. 

fr- Makes a reli^faie ro mi net ion 

without fou having to open Arnold 

up, 

Pretty good value tor money. 



0 A D NEWS 

► Doesn't work under CP/M Plus 

► Has a low capacity, 

► Volatile - switch off, and you 
lose arty thing stored Dn it. 

► 664 owners will need an extra 
S4K Of RAM, while 464 ouster* 
will need that plus a first disn 
drive. 



SERIOUS SOFTWARE TOP TEN 

The chart created by AA readers 
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Software house 


1 


1 


24.6% 


GRAPHIC ADVENTURE CREATOR 


Incentive 


2. 


3 


10.8% 


MINI OFFICE 2 


Database 


3. 


2 


8,6% 


AMX MOUSE 


AMS 


4. 


8 


6.8% 


EASI AMSWORD 


Arnsoft 


5. 


10 


6.1% 


TRANSMAT 


Pride Utilities 


6. 


5 


5.7% 


LASER BASIC 


Ocean 


7. 


4 


5.3% 


TASWORD 


Tasword 


8. 


7 


5.1% 


DISCOVERY 


Siren 


9. 




4,3% 


THE QUILL 


Gilsoft 


10, 




4.1% 


MELBOURNE DRAW 


Melbourne House 




Laser GenlLis hasfrt appealed in the charts yet, but Easi 
Amsworef has climbed up four places! How oould you! 

Graphic Adventure Creator maintains its hold on 
the top position, and tho Quill makes a re-entry at number 
nine - you must be writing loads of adventures out Ehote! 



The other new entry is Melbourne Draw, showing that 
there Is plenty of life left in those oleter packages. 

Remember these are your charts, so if you 
want to have a hand in them the voting form is on page 
86, atorrg with all tfie other forms. 
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REACH NEW HEIGHTS IN TENSION! 
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Drawing 
to 

perfection 





Andrew Wilton celebrates the arrival of a graphics 
package which is more fhan pixel perfect. 



MI CRO DRAFT 

Timatic Systems 

PCW 8256 /8512, CPC 6J2S, £79.&5 disc 

Timatic Systems are an innovative company at the moment, and 
net just in the Field of plug-ins. This graphics package of theirs 
is something of a first for the PCW S and stretches the machined 
capabilities considerably. If the Electric Studio PCW Lightpen 
didn't convince you that Joyce was more than a text-only 
computer. MicrodraftwiU. 

I mii^t make a couple of things dear immediately, Firstly* 
Mcrodiaft is available [or the 6 J 2B as well as the PCWs. Timatic 
tell me that the 6128 version is almost identical, but I've only 
used She PCW version so that's what the review is based on, 

Microti r& ft is not an art package. It's intended for technical 
drawing, and as such is a pretty complex piece of work* It 
doesiTt manipulate a chunk of screen memory dot by dor the 
way an an package does. It's far more precise than that - to 
Micradralt, an individual screen dot is an enormous, cumber- 
some thing 

You"ll see what I mean as soon as you start wing the 
system, To do this you configure the keyboard using the 
SETKEYS file MDRAFT.KY3 and then run the File MDRAFT.COM. 
After a copyright message, Microtis* ft sets the screen up for 
drawing. There's a large window for viewing the drawing 
through, a status line below it and an options menu running 
down the right-hand fide, 

In the middle of the drawing window is a cross hairs 
cursor, and a readout of its x-y coordinates appears on the 
status line. Nothing strange about that, you might think, ur,til you 
realise that the coordinates axe given to two decimal places. 
Micrvdraft measures the position ol "jie cursor, and all other 
points on your drawing, to the nearest hundredth of a 
millimetre. 

This is the heart of the difference between draughting and 
art packages. Art packages are only concerned with the 
appearance of things on screen. There F d be no point in giving 
an art package the sort of precision Microtir^ft works to, 
because the screen just can't show hundredths of millimetres. 

Miciodraft on the other hand isn't worried about what you 
can or can t show on screen, The aim here is for it to produce 
the most accurate finished drawing it possibly can. Since the 
finished drawing might well be produced on a high-precision 
plotter, that accuracy really is necessary. 

ZOOMING IN 

That still leaves us with the screen resolution to cope with. Just 



because the program needs to work in hundredths of milli- 
metres, that doesn't mean that the screen can display that kind 
of detail. Mlcrodrafi gets round this to a large extent by 
providing a well- imp lamented Zoom function which allows you 
to enlarge any given area of the drawing, 

When you select Zoom from the main menu, the program 
will pause for disk access. This is because Zoom, like all the 
main program functions, is handled by an overlay - a separate 
piece of program code loaded in when needed. If you run 
Microdr&ft from the M: drive as is intended* this delay is 




Picture created on an IBM PC using 
AutoCad, and then transferred to 
Microdraft for further manipulation 

negligible . Of course, 6133 ovmers don't have an M: drive to 
run it from but, judging by the performance of the PCW 
Microdraft on a physical disk dnve, the delay there isn't going 
to be too serious. 

Once the overlay has loaded, the main program menu is 
replaced by a specialised Zoom menu, Select a function from 
this ar ; d you'll get a still more specialised menu, and so on until 
you*ve lold the program precisely what you want It to do, This 
"menu-tree" sysiem is used for all the program functions, 

Selecting 'In' from the Zoom menu allows you to enlarge an 
area of the drawing centred on the cursor. This enlargement is 
nothing like an art package s zoom-ui it doesn't simply blow up 
the dots that the original screen picture was made of. nor does it 
increase the thickness of the lines in the enlarged area. Instead 
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it shows the contents of the area in greater detail. Where two 
points are separated by 0.1 mm they will probably appear to be 
in the same place oh the normal size picture. As you zoom in. 
however, they become separate poms. Minute differences at 
normal size can become enormous when you use soom to look 
at them dose up. 

You can carry on sooming in until the screen resolution is 
the same as Microdrafts level of accuracy - until you can see all 
the detail there is to be seen, in other words. You can switch 
back to normal size, pan the zoom window across the drawing 
or enter a precise ratio you warn to magnify by T all from the 
Zoom menu. 

ELEMENTS 

Of course there's no point zooming in on your drawing until 
there's something there for you to see. To start creating a 
drawing, you'll need to select the 'Elements' option from the 
main menu. 

After the usual overlay load, you're presented with a menu 
covering all the kinds of thing you might want to add to your 
drawing: you can choose from straight lines, circles, arcs, 
markers and dimensions . 

For most of these the procedure is the same. Once you f ve 
selected the type of etemeni you're interested in you get a sub- 
menu* From this you seSecl New 1 to indicate that you want to 
add a new element. Now you'll have to define the element by 
selecting points. If you're adding a line, for instance, you'll have 
to give the start and finish points. If you're defining an arc you'll 
also need to specify a third point that the arc passes through, or 
alternatively enter the radius of curvature. 

For all those elements that are defined with points there's a 
common point-selection menu, This allows you to use the 
current cursor position* enter cartesian (x-y) or polar (radius 
and angle) coordinates use the end of an existing line and ao 
on. Though the cursor and cartesian options are likely to get the 
heaviest use, the others are all valuable for one purpose or 
another- Polar co^ords, for example, are m valuable if you want 
to create regular geometric figures. 

As well as adding new elements to your drawing the 
individual element sub-menus allow you to 'Get 1 - in other 
words, select - an element and then 'Delete 7 it* You can also Get 
and Move some types cf element When it comes to the lino sub 
menu, 'Get has a large number of possible uses. You can Get a 
line and draw a perpendicular to it. Get a circle and construct a 
tangent to it, or even Get two lines and fillet them together - 
very useful for rounding Off corners nice and neatly. 

The odd one out on the elements menu is the Dimension 
option. This marvellous option allows you to label lengths ol 
lines in mm. or angles of arcs in degrees. The labels come 
complete with little arrow-head lines/arcs s and the measure- 
ments are worked out automatically lor you. 

FILES, BLOCKS AND MACROS 

As you would expect, there's si Files sub-menu to cope with 
loading and saving drawings to disk. However, there's another 
command on the sub-menu which may not immediately mean a 
great deal to you- The command is Macro \ and it's a special 
kind of loading command - 

The normal Load command wipes out any drawing previ- 
ously held in the computer's memory and replaces it with die 
irav/mc previously siD.^d in a. given !lc Ehe Macro command 
loads a drawing from a given file, but without wiping the 
previously existing drawing out. This means that you can build 
up a library of commonly-used objects and add them to your 
drawings at will. A drawing in such a library is called a macro, 
hence the command's name. 

On its own this wouid cei^.r, y be very useful. Architects 
could add tree symbols to plans, electronic engineers could 
add logical gates or standard components* indeed most potent- 
ial MicfQdi&fi users could find sub-drawings they could profit- 
ably store tot later use with Macro, There is, howev&r* rather 
more to the command than this. 

When you save to disk, Microdraft records the size oE the 



drawing - the scale, in effect. This information is used by Load 
to make sure that your drawing stays the sise you originally 
drew it. Macro ignores this information: whatever level of zoom 
you're using, a given macro will always appear the same size 
on screen. Use Macro on a high magnification, and you'll 
reduce the sise of the macro loaded in. 

You can apply a more powerful scaling action - plus 
rotation and reflection if you want - to groups of elements 
already part of the current drawing. To do this you have to 
define them as a block. This involves stretching a rubber box 1 
cursor around the elements concerned. You can then delete 
them en masse, manipulate them as mentioned above, move 
them together or produce a duplicate block. Obligingly* Micro- 
draft treats all the elements in a macro as being a block, and 
whisks you straight from the Macro command to the block 
manipulation sub-menu rather than returning you to the main 
menu. 

One feature the package doesn't have as yet is the ability to 
exchange files with other draughting and CAD (Computer 
Aided Design) packages - but this is coming soon. For an 
expected price tag cf £34*93 there'll be an additional utility 
which will allow Mjarodraft to read DXF files. If you use a CAB 
system that can store drawings in DXF format - and most of the 
main systems can - then you can load and manipulate those files 
on Miciodraft. 

HARD COPY 

Timatic provide two different utilities for producing hard copy. 
MPRINT,COM will print your drawing out on the FCW's 
bundled printer, and the results it produces should be adequate 
for most informal purposes. 

K you need higher precision or presentation quality, 
MPLOT,COM can drive a Hewlett Packard-compatible plotter. 
You'll need a Centronics or RS232 interface for this and r of 
course, the plotter itself. As for the results this produces, they 
are only as good as your plotter of course but usually that 
means they're very good indeed. They're almost certainly 
better than you could produce by hand, and they take a lot less 
effort, 

VERDICT 

Microdraft is a very complex and powerful piece of software, lis 
daws are relatively minor. The 1 user-interface' - the way in 
which you make Msczodratt do what you want it to seems 
cumbersome at first. This is noi really surprising, given the 
enormous range of options you have to choose between. What 
is surprising is how rapidly using the package becomes second 
nature, Timatic have worked hard to keep the user-interface 
consistent throughout the program so that different features are 
controlled in similar ways - and the effort pays off. 

H there is a problem it's with the program's error trapping. 
Trying to save to an unformatted disk or an empty drive gets 
you the usual 'Retry. Ignore or Cancel 5 message, but cancelling 
here will exit from Microdfaft and lose your current drawing. 
Moral: always correct the problem and retry. 

Overall though, the package does cxlrcmeiy impressive 
things with the Joyce, Up till now ihis kind of drawing power has 
cost more than an 8286 just for the software, let alone the 
machine you'd need to run it on It's got just about all the 
drawing features you could ask for, and a thorough manual to 
document them. 



GOOD NEWS 

► Very powerful indeed, 

► Works to a very high 
level of accuracy. 

>■ Can drive a plotter, or 
just use the bundled printer 

► Clear, helpful manual. 
>■ Utility available soon lo 
read .DFX flies from other 
packages. 



B A ft SEWS 

► Could be better error- 
fcrapped, 

P- Exiting from an option 
can be difficult. 

► Needs a plotter to really 
do its stuff. 
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...for only £79-95 




...or Tuesday...or Thursday... 
the sooner you send off the 
coupon, the sooner you'lt have 
the entire knowledge of the world at 
your fingertips. The Voyager range of Modems has full 
BAST approval and is fully compatible with just about any 
micro throughout the world. And you could pay twice the 
price for a modem and still not get these features: 

• Mufti Speed - including 300/300, 1200/75, 75/1200 
full duplex and 1200/1200 half duplex • Full Function 
LED Display • More software support than any other 
Modem - and the best. 

The Voyager CPC range of Software gives you: 

• Auto Dial/ Auto Answer # Full Colour Prestel/ 
Viewdata Emulation • Full Prestel/Viewdata Graphics 
Emulation • Full Telesoftware support # Full Upload/ 
Download and/or Spooling to Cassette, Disk Memory 
and/or Printer •X-Modem File Transfer • Bulletin 
board Software available soon # The total software on 
ROM package for just £39.95 (ex- VAT) • PCW 
Software available - the most powerful and best-selling 
pack -£75.00 (ex VAT]. 

With Voyager 7 you can link Prestel, Micronet Viewfax, 
Amsnet, BT Gold, Microlink - and most other data 
bases - and for 98% of the country it'll cost you only 
around 40p per hour (cheap rate) to run (Assuming 



Ptestel local call access). 

Special Introductory offer We'll 
pay your VAT. A complete CPC pack - 
Modem and Software - for just 
£1 19.90. PCW Pack {Voyager II and Serial 
Interface) £11995. 

Fill in the coupon then stand by to access mainframes 
and micros - worldwide. 



WMHOUSE 

THE SINGLE SOURCE SOLUTION 




T 



i 



Modem House, 
70 Longhraok Street Exeter. 
Devon EX4 6AP< 



As Stacketl 



Please serwi me: flick which reqL r*d] 

1 . Voyager 7 Mcxtefn £9 1 ,94 (*ic Ml) □ 

2, Complete Amstrad CPC pack inc Software & Modern £ 1 1 9 90 □ 
1 Complete PCW Rack (VuydK^ " Software & Serial interface)* 199,95 □ 

I enclose cheque/PO payable to 'Modem House 1 for 

08 Access No: 



NAME 



ADDRESS 



Post to- Modem House, 70 Longbrook Street, Exeter, 
D0von EX4 6AP M (0392) 213355 uwm 




ALTERED 
IMAGES 



ndy Wilton looks at an ambitious art package 



You may have thought that 
the Arnold market was awash with 
art packages, but CRL clearly don't They've just brought out a 
new one called Th* fmag& System, and the price tag on it 
suggests they're going for the top end of the market. 

Its major selling point is its ability to distort pictures - to 
'zoom* move, copy, scale, rotate and even twist or (old (thorn) in 
3D space 1 as the inlay so eloquently puts it. While these features 
cenam-Y are available, ihay do have some serious drawbacks. 
Indeed, Ihe package as a whole has its problems righl from the 
start 

DRAWING 

The whole screen area is available ;or drawing, bui in normal 
use an area of it is covered by a status/ command window 
showing the position oi the cursor m x-y coordinates, and the 
current palette set-up. There are always 16 colours on the latter, 
because ihe system only works in Mode 0, 

Using the cursor keys you can move the drawing cursor 
around the screen one pixel al a time. Holding the - shift > key 
down accelerates things somewhat. Holding down the - caps 
lock- key while moving the cursor lets you draw freehand. 
Pressing 'L' puts you into rubber-band mode: you pin one end 
of a line using <copy>, stretch the other end to your chosen 
position using the cursor keys, and theu use -copy • again to fix 
the whole line. 

The only other drawing method is the circle/ellipse Junc- 
tion p called up by the C' key. Instead of the traditional centre- 
radius me'.hori, you use the cursor to fix the two opposite 
corners of a box. The program ihen draws a circle or ellipse to 
exactly fit inside the box. either m outline if you press <copy> 
or solid colour if you press <shift> and *copy*. The problem 
with this method is that it only gives you a true circle if you get 
the defining box perfectly square - no easy matter, that, 

FILLING IN 

Once you've created an enclosed area using one of these three 
drawing methods you can fill \\ with a solid wash Of colour. To 
do this you just move the cursor :iu»rie rhe chosen area, hold 
down - shift ■ and press copy.-. The fill is last and thorough, 
though it does occasionally make mistakes. Given that it is 
thorough, and will leak out al the slightest oppoiianity* it should 
be used with care - Ehexr: :s no way to undo it afterwards. 

Rather than filling with a solid colour you can define a 
texture of your own if you prefer, This i^embtes the Texture f±U 
of Melbourne Draw, bci is much less flexible it only works on a 
fixed sd&e (16x32 pixels) of texture which yoti h&v& to pu* 
together in the top-left comer oi the screen That> an awfjaEy 
large area to work on if you re ^ryui© to create a fine patrr-m. To 
make* mailers worse you c* rea oi £okiur with a 

texture if you used that colour m Hie texture its*]? 

So far we've seen nothing amazing - certainly nothing that 
other packages couldn't do better. Unfortunately h:%4& all thai 
27te image System can do in the* way of crea'Ji.g pictures. Ail its 
other features are dedicated to manfpularinq pictures that 
you've already created. 



SPECIAL EFFECTS 

The different things you do with your picture!* a£t t e^ohre 
around saving your: pictures in memory. Hsnnr.cj pressed '£ 1 ior 



save, you use the cursor keys to define a box around some 
section of your picture. The Image system then squirrels that 
picture section away in Arnold's memory, compressing u so 
that it takes up as little space dis possible. The compression is a 
slow process h and not terribly efficient either hut it's a lot 
better than nothing. 

You can store lots of pictures in this way. Thei o's a gauge in 
the status window to show you how much pjchire-meroovy 1 . 
you've got Left N and you get a warning message if you try and 
store too much. 

Using ihp view command you can add stored pictures to the 
screen. When you call up the command by prising the V 1 key 
an outline box appears on screen mowing you where the 
edges of the picture will come when it reappears. You can 
move this box around with the cursor keys so that you can 
control the final position of the picture, 

You can alter the colours thai the stored picture win sport, 
or set them to 'transparent'. In this way you can 4 trim p the 
background from some picture element if you want to. 

While you could do all of this with Melbourne Draw y there 
are other (>ffftcTS you can get with the view command which are 
unique to The Image System. When that outline box appears to 
show you where the stored picture will go onscreen^ you can do 
a lot more than just move it. You can also rotate, stretch and 
generally distort it. 

Whatever shape you twist the 'view' box into The Imdge 
System will force the stored picture into it. This is extremely 
ambitious stuff for an Arnold program, but I'm afraid it isn't 
really very successful. The distortion process is not only slow 
but also pretty inaccurate the finished picture usually looks 
quite badly mauled, and lends to be full of little one-pixel holes. 

VERDICT 

There are quite a lew other features of the package thai I just 
don't have the time to cover in detail. Notable among these are 
a very nice zoom window, a printer dump routine and the 
ability to uae the various program routines aa RSXs from Basic. 

f don t think these are really relevant however, because to 
my ittittdi. The ''linage System :s fatally flawed. The whole 
emphams of the. program :s on manipulating pictures that 
you've orated. Qbifortunately it lacks moat of the features 
necessary to crenie these pictures in the first place. The 
package really cries out for a paint or airbrush function. 

To make matters worse, those precious manipulation func- 
tions are none too satisfactory either They are really too 
ambitious for Arnold, and certainly much too ambitious for 
Mode 0 resolution. You can see it as heroic failure or plain 
gimmickry, but 1 don't think it's worth the money - or the effon 
it would .take to get the results ■ 



GOOD NEWS 

► Some nil usual, ambitions 
future*. 

* Can use program 
routines from BASIC. 
¥ Compresses stored 
pictures to save memory. 



BAD 



N E W S 



> Lacks important drawing 
functions. 

> Picture relation and 
distortion don't work very 
welL 

> Only works in Mode 0, 

> Pretty expensive. 

> No joystick option. 
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OXFORD PASCAL 

Systems Software (Oxford) Ltd 
CF/M PUTS (612S and PCWa), £24.95 



Let's tece if r BASIC isn't the most powerful computer 
language in the world, ft might be friendly and docile, 
but if i very stow- If you're looking for a second 
language which is both useful and ea£y to I earn, you 
could do a tot war** than PASCAL. 

The difference between BASIC and PASCAL goes a lot deeper 
than the commands used. They are different kinds of languages: 
BASIC is an interpreted language whereas PASCAL is com- 
peted, To undented the difference we need to lake a look at 
how your computer understand* program ^commands 

All the computing that goes on in either Arnold or Joyce is 
done by a chip called the 280. This is the 4 brain* ■; jrf your 
machine. When yon want to program your machine *- to tell it 
what to do. in other words - you have to apeak to the 280. 
Unfortunately the 290 only understand* a language called 
machine coda, and machine code is very difficult to learn/ 
Machine code command* ax© juai numbers, and it take* an awful 
tot of them to do anything impressive. 

The alternative mosi peo pie choose is to uae a high-level 
l&mjtitige lik« BASIC or PASCAL. High -level language pom- 
mauds are much easier to understand than their rtt&china - conk- 
equivalents, and tend to be baaed on English words or 
mathematical jrymbok. That's fine as far as we're concerned, 
but now our programs don't make any sense to the Z80 
because it can only cope with machine code commands. 

This 11 where ihe high-level language earns its keep. It 
translates the high-level commands (which made »nae so you) 
info machine code conunaitda {which make seage to the ZQO). If 
this sounds tike a pretty good way of keeping everybody 
happy k you'll see why high-level language* have caught on ift 
such a big way, 

COMPILERS AND INTERPRETERS 

That's not guile all there is to it p though. This translation 
business, can be dons in one of two ways. Some languages ara 
translated as they go along: the computer translates an instruc- 
ton. performs it, then translates the next instruction and so on. 
Tlus is called mterprQtinff, and the section of the language that 
does the translation U called the interpreter. As I said earlier on 
BASIC is interpreted. This makes it a very friendly language, 
but it also makes it very slow, 

The alternative system works like this: you translate the 
entire high-level program in one go, so thai you ej*d up with a 
pure machine code program. This process is called compiling, 
and the machine code program produced by it is called the 
compiled cod&< Because the compiled program is in machine 
code the Z80 can understand it without the need for an 
interpreter. PASCAL is a compiled language, and this makes it 
(potentially) very powerful and very fast. 

USING PASCAL 

If you're programming in PASCAL, the first thing you're going 
to want to create is your &outc& code. That's the proper name 
for the actual test of your program - tljo PASCAL commands. 
For this you need an editor, and I'm not talking about the 
magazine variety here , 

Since BASIC generally oomea with a built-in editor, it tends 
to get taken tor granted. It's the thing that lets you type in, list 
and delete lines of your program. With PASCAL you normally 
use a separate text -editor. It doesn't have to be a purpose- 
written source code editor if you have WordStar or 
NewWord, for example, either of (hem would be fine if you use 
"non-document mode 1 . 

Once you've written your file using the editor and saved it g=: 



This lb the cheapest of the package & coveted here and also the 
most beginner-orientated; two facts that may not be unrelated . It 
comes in two different forms, a standard disk-resident compiler 
PAS.COM and a memory- resident compiler/editor /trace utility 
PASCAL.COM. The Firsi of these works in pretty much the usual 
way - you type in PAS PROGRAM and it compiles ihe file 
PROGRAM, PAS into the P-codo file PROGRAM. OBJ. You can run 
this as is with the interpreter RtJN.COM, or turn it into a stand* 
alone program with LOCATE, COM. So much for PAS.COM. at 
least Iqt the moment. PASCAL.COM is rather more unusual. 

It's a major point in favour of most BASIC systems that the 
editor and interpreter are ntemory^resident - that is fc you load 
them into memory at the start of a session and they're both on 
call there until you've finished programming- (I'm talking here 
about CP/M BASICS like Mallard and MB ASIC - Locomotive 
BASIC doesn't even need to be loaded in.) If you write a BASIC 
program you can run it, find an error, edit it till it p & correct and 
run it again, all within BASIC. COM, 

In contrast, with moat PASCAL systems you'd have to write 
your program with the editor, exit to CP/M, run the compiler 
and* find the errors, exit to CP/M, enter the editor again and so 
on until you get it right. For beginners this is arduous to say the 
least - especially if you don't really know what the compiler's 
having problems with. What Oxford Pascal offers you in the 
form of PASCAJkCOM ia the BASIC -like ability to switch be- 
tween editing, compiling and actually running your program. 

It must be pointed out that the system has its drawbacks 
The compiler is a cut-down version of PAS.COM, and still needs 
to access the disk for its error message file. It actually falls 
through into the system if you've not got chat on the disk, but 
there is a handy utility catted RECOVER COM which lets you 
salvage any source cade in memory. 

More seriously, the PASCAL.COM editor is very unfriendly 
and quite poorly thought out To edit a line you need to refer to 
it by number. But unlike BASIC, lines in PASCAL programs 
aren't given numbers by the programmer: they're automati- 
cally numbered as lines 1.2,3 and so on. When you -ist your 
source code by the clumsy l P $p p command the line numbers 
aren't shown, You just have to count down till you reach the line 
you're inierestgd in. This unfriendliness is a real shame. The 
editor has some quite powerful features, but it's such a hard 



GOOD NEWS 

► Very nice price. 

► Optional resident system. | 

► F-cod« system, makes for 
short programs. 

► Manual caters well for 
beginners. 



B A D 



MEWS 



l» Rotten built-in editor- 

»■ Aggravating colour 

protection scheme, 

► Needs an extra locating 

stage t* get itaad-alone 

program;-- 



slog getting to them Yd sooner use WordStar and forget about 
the memory-resident system altogether. 

Turning to PAS.COM reveals other problems. The system 
as a whole uses a system of colour protection to avoid piracy. If 
you're using PASCAL.COM you only have to go through thia 
rigmarole once in each session, but PAS^COM insists on chec- 
king your credentials every time. 

It works like this: you 1 re 0ven a 40x36 grid with numbers 
up the aide and letters along the bottom. In each cell of the grid 
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IING POWER 



is a coloured dot. Every time you run the compiler, it asks you 
for the colours of the dote in each of four colls of the grid, Get 
one wrong and it unceremoniously dumps you back into the 
operating system, 

The theory is that you can't reproduce the grid on a 
photocopier, so a pirate copy is unusable. In practice honest 
users get extremely annoyed a! having to waste their imic like 
this, get locked out of the system when they lose their grid or 



are stranded from the word go thanks to colour-blindness; 
while pirates get out thair felt pens or trot off to the nearest 
copy shop that has a colour photocopier. 

This really put* me right off using the package in a serious 
way - 1 mean, it's just too much effort to go through all that 
every time you want to compile something. And some enter- 
prising hacker is bound to work out a poke to get round it... 



1 

2 
3 
4 



program bounce ( i nput , out put ) 
const thecow scorn eh one = false 

DELAY = 30; 



PASCAL 80 

Hisoft, CP/M 2.2 3c Plus (All CPCt and PCWs) price £39.95 



Hisoft's 80 has long been the standard package to 

recommend, It's solid, dependable and very short on gim- 
mickry. It also costs £15 more than Oxford Pascal. 

For your £40 you get the standard Hisoft editor ED80.COM 
and a disk-resMeni compiler HP80.COM. You also get a fair few 
other files, but we can take a look at these later on, 

As usual, the first thing you'll he doing is writing your 
source code. You could use your favourite CP/M word 
processor/ text editor for this, but ED80 will meet most people's 
needs handsomely. EDSO's a full screen editor, and it uses 
almost the full set of WordStar control key combinations, This 
does strike me as a little si range - after all p if you know 
WordStar the chances are- you've already got a copy of it, and 
won't need ED BO That said. ED80 only takes up I2K of disk and 
so is a lot more convenient on single-drive systems, 

In use ED8D is straightforward and, for a CP/M editor, quite 
fast. It doesn't behave exactly like WordStar, but that's not 
going to bother too many people, It can be configured tot the 
larger 8256/85 12 screen without too much difficulty . and it's size 
makes it & natural for the M: drive. 

As for HMO. it's just a good practical compiler. You call it 
up from disk in the usual way; so that typing HPS0 PROGRAM 
will compile the file PROGRAM PAS into PROGRAM.COM. It s 
pretty fast, md. quite fussy. A missed semi-colon, tor example, 
will produce an avalanche of errors on the next line. 

p^caJ 80 would be the grand old man of Amstrad PASCALS 
if it wasn 1 ; For the way Hiaoft keep adding :c it. Since it was his* 
launched it's gained not only random access filing but also a 
fascinating library of GSX graphics routines. Both of these come 
as PASCAL source code and are thoroughly documented. You 
ran use them as procedures within your own programs, Or read 
through them to study the techniques used - the latter being 
well worth the effort. 



The smart ring-bound manual also contains support 
material for these files, plus a great deal of information on the 
Pascal BO implementation. 1? doesn't cover PASCAL, for 
beginners, as the authors are at pains to point out, You may be 
able to pick up what you need to know from the manual and 
some experimentation, but you're probably going to need a 
book of some sort to help you over the more difficult points. To 
this &nd f the manual's bibliography lists a few suitable intro- 
ductory books. 

This is all starting to add to the price of the system as fat as 
beginners are concerned, but it does mean that the manual can 
give more experienced us&rs the information they need. That's 
very important, and not just for hardened PASCAL fanatics. If 
you buy a package you're going to learn with, you don't want 
one you're going to outgrow too soon; nor do you want one that 
restricts you. 

It may not be aimed at beginners, but I d still recommend 
Pascal 80 to anyone starting out. Beginners need the best and, 
for the price, I'd say that's Pascal 80. 



GOOD NEWS 


9 AD NEWS 


* Nice editor and good 


► Not too cheap. 


solid compiler. 


t- Manual doesn't cater for 


► Thorough manual P 


beginners, 


frt Nice, well documented 




GSX routines. 




1 > Complies to trtia ZBO 




code, 




>■ Runs under both CP/M 




systems* 




> Takes up very little disk 




space. 





► 
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to disk as, Say, PROGRAM. PAS, you'll then want to compile it. 
To do this you have to run the compiler. If the compiler was 
called, say, COMPILE.COM ihen you type something like 
COMPILE PROGRAM at the A > prompt. Assuming you haven't 
made any mistake* the compiler then produces a new file called 
PROGRAM.COM. This is the compiled version of your program, 
and behaves just like any other .COM file. That is, you can run it 
simply by typing PROGRAM at the A> prompt 

The chances are that things won't go anywhere near so 
smoothly at first. PASCAL is very [ussy h particularly about 
punctuation. If you make a mistake, it'll probably be spotted 
during compilation. The compiler will report the kind of 
mistake you've made, but it's not always very precise. Often 
you'll get several different error messages ail set off by one 
mistake, there's also a tendency for the messages to crop up 
some way after the actual error, which only adds to the general 
confusion. 

P-CODE 

Somr implementations of PASCAL don't work in quite the way 
that's described above, Instead of convening your commands 
into Z8G machine code, they translate it into a special language 
called F-code, Then an interpreter translates this P-code once 
the program is running, There are theoretical advantages to 



this to particular, the same program is usually much smaller in 
P-code than it would have been in machine code. 

There are also several drawbacks to P-code compilation. A 
major problem is that F-code program need the interpreter to 
be present when ihey run. If you want to turn a P-code program 
into a $(md*3lon# program - something that ©an run without an 
interpreter - you'll need to put it through an extra processing 
stage. Turning a P-code program into a stand-alone COM file 
usually makes it a great deal bigger. It could easily end up 
being larger than the file a normal compiler would have 
produced. 

JENSEN & WIRTH 

PASCAL is a highly standardised language - much more so than 
BASIC . A program written for one version of PASCAL should, in 
iheory, n&ed vsry little modification *o compile on another. 

For the purposes of standardisation, PASCAL implementors 
refer to a specification drawn up by /ens&n and Wirih back in 
1975. PASCAL packages usually boast about how accurately 
Ihey conform to the appropriate standard r but it doesn't actually 
mean that much these days. For what it's worth, neither of these 
packages could compile the other's demonstration files without 
considerable modification. ■ 



A flexible friend 



INSTANT ACCESS 

Miner™ Sy items 

All CFCa with disk d rivet, £29.95 



Programmer Wilton explains how Minerva's utility can help you remember 
things faster 



If you've got a diak-equipp^d CPC and you program in 
Locomotive Basic, you've got a lot of features available to you in 
the way of graphics and sound commands that PC W owners and 
their Mallard Basic don't have. MaDard does have one feature, 
though, that Locomotive can't match - and that's random access 
file-handling, 

THE PROBLEM 

When you want so read files in Locomotive Basic, you can only 
get at your information sequentially - in the order you stored it 
in the first place, (hat is, If you've stored 100 phone nuenben 
and want to get at the 50th one, you have to open the file and 
read in and discard 49 phone numbers to get the one you're 
afior. If you now want to read the 38th number you have to close 
the file, reopen it and start the read /discard process again. 

Thk is very inefficient, bo most people end up just reading 
the whole file into an array and working on it there. That's fine, 
so long as you can fit your program and your data into memory 
in one go h Otherwise, you've got problems. 

THE SOLUTION 

What you need U a way of getting at the precise piece of 
information you want without having to plough through all the 
data up to thai point. This is called random access and as I said 
earlier, Locomotive Basic can't do it Till now, the answer has 
been to work in CP/M - both of the CP/M Pascals reviewed this 
issue offer random access, or if you prefer Basic you could buy 
a copy of Mallard. That does mean learning a new language, 
though, or at least a new implementation of Basic. 

Now Minerva Systems have come up with a way of getting 
random disk access in Locomotive Basic. It 1 a called Instant 
Access and if a a spin o£f of their successful E&ndom Access 
Database. They Ve taken die disk-handling routines out of thai 
and packaged them up a3 KSXs - [unctions you can call from 
Basic by using bar- commands. 




THE ROUTINES 

Thore? aro nearly 40 



RSXs in the package, a third of them 



actually dealing with random access. The key ones are 
| CREATE to set up a new random access file. |0PEN end 
| CLOSE for existing files. I PRINT to write data and | INPUT to 
read it. 

Ae with all RSX systems, information is passed to an Instsmt 
Access routine as a series of parameters after the relevant bar- 
command, if you wanted to read a piece of information in from a 
file you'd opened, you'd give a command of the form 
1 1 INPUT.tstruignameS.number 1 % ,number2% \ Here 'strin- 
gnameS 1 is a string you've previously defined. 

The routine starts reading in characters from the random 
access file, putting them into stringnameS until it's full. If you've 
previously defined stringuamuS as a string of 10 blanks then, 
after the routine has done it's job, the string will instead contain 
10 characters road in from the file. 

The two numbers in the example tell the routine which part 
ot the file you wanted to read from. If you don't bother to give 
litem, the routine will carry on reading where it left off last time 
- just like a sequential system. | PRINT works in a similar way 
and, helpfully, can bo freely used alongside | INPUT. You don't 
have to open a file specifically for input or output, in other 
words: if you read the data and find it needs updating you can 
rewrite it without (ha need to close and reopen the file - another 
advantage over Locomotive Basic. 
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Non random-access RSXs in the package include com- 
mands for direct sector editing, inputting data from the key- 
board, disk-error handling, and executing the content* of a 
string as a Basic command. These are all interesting, though 
some of them need to be used with a little care. 

VERDICT 

The real advantage of this system is the way it gives you 
random access file and other advanced disk features within 
Locomotive Basic. With a reasonable knowledge of Basic and 
the aid of a helpful, clearly written manual you should find the 
routings quite easy to use. Setting up all the parameters for the 
bar-commands can get laborious, especially on the 464, but the 
effort required to write your own routines would be in a 
different league altogether. 

The real drawback with the system is the amount of space it 
lakes up - somewhere in the region ot I OK - but a data-handling 
program will probably save much more than that by keeping 
data on disk rather than in memory. 



GOOD BOOK 



THE DIGITAL RESEARCH CF/M PLUS 
MANUAL 

Hefnernann NewTech, price £25 
C PC 6128 and PC W machines 

Let's get one thing clear before we start' this book is not for 
beginners. If you shy away from memory maps and assembly 
language you're unlikely to find it comprehensible, never mind 
actually useful, Quite simply, it's the only book you'll ever need 
on the technical s:de of CP/M PJua - and that means it's very 
technical mdeed. 

If you're a bit of a machine code buff arid want to start 
delving in CP/M 2,2, there are plenty of books available from 



j 
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Sybcx and the like. If it's CP/M Plus ytrn're out to gen up on ( 
you've got much less choice. In fact, the only really helpful book 
up till now has been MML's The Amstfad CP/M Plus by Andrew 
Clarke and David Powys-Lybbe. So how does Digital 
Research's official Effort measure up? 

In terms of presentation, the DR manual is a lot slicker. The 
types el ling i\- owe Easily much easici lo read and that's a major 
advantage to my rfiind. In practical terms it loses out however, 
a$ its chunky ring-binding weaken* its pages and the thin 
covers give it inadequate protection for a reference work. 

As far &e content goes, the Digital Research manual is really 
quite narrow* It concentrates on the structure of CP/M Plus in its 
Amstrad implementations, the workings of the DR/Amstrad 
utilities and (he techniques used in writing applications of your 
own. Thii is all very theoretical atuffi and needs to be read 
slowly. MML's guide quite definitely set oui (amongst other 
things) to teach beginners how to do useful things with CP/M 
Plus. It covered a wide variety of programming and hobbyist 
topics in a friendly, even chatty way. 

In contract, Ihe DR book is formal and precise. Though it 
starts from basics, the emphasis is on the technicalities of CP/M 
Plus on the Amstrad machines rather than on how to do what 
you want io L Each section starts off with a brief summary of what 
lies ahead, and terms are carefully defined before they are 
used. The authors waste no time getting stuck into the nitty- 
gritty of BDOS entries. RSXs (which they explain extremely 
well) and the two Amstrad CP/M Plus implementations. For the 
beginner this is of no use at all, but for the seasoned machine 
code programmer intent on learning to hack in CP/M Plus it's 
just about ideal. 

It's partially a question of the sort of approach yoti like, but I 
found the writing style of the Digitai Research book much more 
straightforward and easy to read than Messrs Clarke and 
Powyg-Eiybbe. To be sure, Ihe subject matter is pretty complex 
stuff. All the more reason, to my mind, to set things out plainly 
as the DR manual does There's no chat or waffle to gel in Gie 
way: just detailed information. That said, you might weU find it a 
little too clinical and prefer the MML manual's style - it's a 
matter of taste. 




SOFT 977 



GOOD NEWS 


BAD 


NEWS 


j ► All the details you nee d . 


► £23 is on the 


pricey side, 


Clear and concise style. 


* Definitely not for 


► Thorough explanation, of 


beg-in rcis, 




techniques. 






► If DR don't know the 






technical ins mad outs, who 






does? 
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OF THE PEOPLE 



Hope you didn't miss us too much last 
month, but pressures of space meant some- 
thing had to go. Anyway the People are 
back with a vengeance this month, praising 
and pillorying software houses for their 
efforts* 

Tomahawk and Kane both get a de- 
finite thumbs up, while Meltdown gets a 
very coot reception from the dynamic duo in 
Sidcup. Shane Mohoney really flipped over 
Spiky Harold for which no praise is too good 
as far as he's concerned* 

If you've just got your hands on a new 
game and feel a desperate urge to tell 
someone how good, bad or average it is, 
then this is the place to do it* Send your 
comments on the back of a postcard or 
stuck down envelope to: Voice of the 
Peopfe, Amstrad Action, The Old Barn, 
Somerton, Somerset TA11 54R 

PfVTCPB I | F ia Y *nd quite challenging. The 

LJ^L^J graphics axe very nice and the 

sound effects are groat. The 

MMMHPN^liV^^ only problem is that if la my 

Fa ■ a fciiiLiJjy^k ' m it JT" rm easy I completed (t On my sec- 

Jf you work m a computer shop ond go. Still foi a couple of quid 

you see a lot of programs for the it is definitely worth getting, 

Amstrad Most pass without a lot Richard Connelly, Crofton 

of notice, but not Kane. Tl's one HHVVfSVffff^^^^^^H 

of the most colourful and graph- ^*Jy^^^Y^^J 

ica] games I've seen- Addictive RjW^fl^^ffiP^^Wp^B 

is just noi in it - just try to stop i MnflpUflS I 

playing it. WMAflalli" ' fcaJfrrM 

Alan Segar, Wallasey One of, if not (her, g red teal (light 

(simulators on the Am sir ad. Ye I 

A very good game indeed, it is not difficult to fly. The vec- 

Colour is used well throughout [or graphics are excellent* but 

the game, as is sound. The beat of all are Lhe variety of 

game is tough when you atari options available to you H such as 

due bui it soon get* easier. All in night Dying and cloud base. If 

all a great game and well worth you are m the/ slightest bii mter- 

£1.99. ested in simulations, this is a 

Craig Munro p Loanhead must, 

Daniel Castle, Marlborough 

The giaphics and animation are 

very good, especially the runn- Digital Integration have come 

ing character. The game is dif- up with the perfeel 

hcult at first but becomes easier, flight /combat simulation with 

especially tf you use the pract- this program. Control of the 

ice mode. If you like Westerns chopper is realistic and there 

then you'll love it, although it a re plenty o( battle opportun- 

might not hold some peoples hies for the more bloodthirsty, 

interest for long. On the whole a Best of all though is th# infra-red 

good game, and worth the £1 .99 night tune scenario, 

asking price. Gerry Hughe*, Cranlnigh 
dive Hopkins, Eastleigh 

This is definitely the best flight 

I must admit 1 was quite im- simulation around at ihe mo- 

pressed with this qnn.R ment I* a s the beat combination 

Although it has only four ol si mutation and shoot*em-up. 

screens it is fairly good hm to J Unlike most others i\ is fairly 



easy to fly the helicopter, so you 
won't spend most of the lime on 
the ground, unable to take off. 
But lo fly it properly it will a 
long time to master. 

Once yon*r« up in the &h 
there's plenty to shoot at. in- 
cluding tanks and helicopters. 
There are loads of options to 
make the game as easy or as 
difficult as you want. You can fly 
by day or night, in cloud or in 
clear weather. Definitely worth 
buying. 

Richard Connelly. Crofton 

MOON CRISTA 

Incentive 

AA Rating 62% 

This is a completely unoriginal, 
middles* shoot-em-up - and 1 
love it! Alt the addictiveness of 
the arcadn original has been 
captured in this version. You 
need a quick trigger-finger and 
lightning reflexes !o survive. A 
great piece or nostalgia for age- 
ing arcade addicts like myself. 
Gerry Hughes, Cranleigh 

MELTDOWN 
Alligala 

AA Rating 67% 

PSS need not worry that this 
game will lake Get Oexter's role 
- it's naif. The graphics are 
pathetic, as id the animation. 
Also the screen update is. well, 
s-]~c~-w. The music by WE 
MUSIC is about the only decent 
thing and I suggest that they 
should check out some other 
companies who need them. 
Emmit Maste rson, Sid cup 

This mur>! be one of the most 
hyped games lor ages, it is just 
so *£!*1 The giaphics arc use- 
less, the sub-games arc, well if 
you can call them games, te- 
rrible. Play ability loo is terrible 
with everything going at a 
snail's pace, The only redeem- 
ing feature is the music. 
Simon O'Connell, Sidcap 

SPIKY HAROLD 

Firebird 

AA Rating 66% 

Groat music while the game is 
loading* The sprites all follow 
routes so that it's experience 
that will complete ihe game, 
Graphics could have been bet 
ter. Staying power lets it down 
but some good features make it 
a good game Colour could 
have been used much more 
wisely to make it 50 much 
better. 

Adrian £ ill, Done aster 

Brilliant! That's the only way to 
describe this game. How could 
it score only 56% on sonics in 
your rating. I loved listening to 



its version of "An English Coun- 
try Garden', and the sound 
effects are great. There axe so 
many features OA screen it's 
amazing - I found birds, dies, 
bees, mice, putts of smoke, 
drops of water. ghosts, spiky 
balls; snails, a tortoise, ducks 
and spiders. The humour of 
getting drunk after drinking 
wine is immense. 

If you want a lough timing 
game, pretty graphics, good 
humour, excellent use of colour, 
loads of screens and a magnifi- 
cent price, buy Firebirds Spiky 
Harold, tt should have at least 
got an AA Rave J not Waster- 
game a wax J 

Shane Mahoaey, Stanmore 



This game really is boring. It 
has rubbish graphics and sound 
that really grates after a while. 
This wouldn't matter if the 
gameplay was good, but it isn't. 
All you do is kick neverending 
numbers of monsters and pick 
,up things, then when you've got 
about a 1,000.000 you jump 
spears, boring, 
Simon O'ConnclL Sid cup 

This is another great French 
game with some really terrific 
animation Scrolling is also 
good, as is the atmospheric 
catchy tune which plays along in 
the background. My only gripe 
is that it lacks a bit in variety 
which means it can get boring. 
All in all a great game which 
none of my mates seemed to 
Uke. 

Emmet Master son ► Sidcup 




Brilliant, absolutely brilliant \ 
This game is just so addictive 
and playable. The graphics are 
stunning, real cartoon qualify. 
There are plenty of options so 
you can make the 'game suit 
your needs, H is just great. The 
bonus is that it is only £1 99. so 
you can't go wrong 
Richard Connelly, Crofton 

KUNG-FU MASTER 

US Gold 

AA Rating 72% 

This game is almost as good as 
all the ads led us to believe. The 
graphics and animation are 
great BUT there is no mufeic 
(shock amongst arcade 
players). However this is US 
Gold's tfruy good game so far 
and probably their best. 
Simon O'Gonnell, Sidcup 
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Featuring the world's greatest game reviews 
MASTERGAME 



3D Starsirike II (Realtime). 



46 



AA RAVES 

Jack the Nipper (Gremlin) 42 

Ghosts'n'Goblins (Elite) 44 

Storm (Maslertronic) 44 

Nexus {Nexus) 52 

Thrust (Firebird) 52 

OTHER GAMES TESTED 

Mission Elevator (Micropool) 50 

Room Ten (CRL) 50 

Knight Games (English) 54 

Star Firebirds (Firebird) 54 

Gladiator (Domark) 54 

Soccer 86 (Loriciels) 55 

Mah Jong (LrffsoU). ...56 

Doppteganger (Americana) 57 

Amstrad Shuttle (Alpha-Omega).. 57 

Helichopper (Firebird) .64 

Night Gunner(Digital Integration) 64 

Trashman (New Generation}.. ...64 

GAMES PREVIEWED 

Powerplay (Arcana) 58 

The Vera Cruz Affair (Infogrames) .59 

The Inheritance (Infogrames). . . 59 

Stainless Steel (Mikro-Gen) .....63 




FIREBIRD IN FORCE 

Firebird really take the laurels this mortlh wtth both 
Wtastergame and an A A- Rave that scores an AA- Rating 
of 94 per cent! Is this a record? 
The Mastergame is 3D Starstrike // a nd the A A- Rave 
is Thrust, U Thrust had come in sooner it might well have 
made Mastergame - as it was it had to make do with 
black-and-white, but do check it out on page 52. 
The French flavour this month is not supplied by garlic 
but by our look at the French scene on page 19, and a 
preview of some colourful forthcoming titles on page 
59. As far as we could tell with our limited French they 

look pretty good, 
Donl forget the Special Offers on page 80 either, You 
can pick up both the Mastergame and Jack the Nipper 
and save yourself up to £6 too! 



COMPAT1BIILTTY 

All the games reviewed this 
month are compatible across 
the whale CPC range. None 
worlt on the PCW I'm afraid. 



TOP 20 AMSTRAD GAMES 

The chart created by AA readers 



Thts Last 

month month % of votes 



1. 

2. 
3. 
4. 

5. 

6, 

7. 

8. 

9. 

10. 

11. 

12. 

13. 

14. 

15. 

16. 

17. 

18. 

19. 

20, 



1 
2 
3 
8 
5 

10 
4 

15 
13 
16 
6 

20 



12 



10.4% 
10.2% 
8.7% 
6.1% 
5.8% 
4.6% 
4.4% 
3.2% 
3.2% 
2.8% 
2.8% 
2.7% 
2.5% 
2.2% 
2.1% 
1.9% 
1.6% 
1 .5% 
1.4% 
1.0% 



GET DEXTER 

SPIN DIZZY 

ELITE 

BATMAN 

BOMBJACK 

THE COVENANT 

TAU CETI 

SORCERY PLUS 

COMMANDO 

HIGHWAY ENCOUNTER 

RAMBO 

GREEN BERET 

WHO DARES WENS 2 

FAIRLIGHT 

MARSPORT 

STAR ION 

3D GRAND PRIX 

SPELLBOUND 

SWEEVO'S WORLD 

YIE AR KUNG FU 



Sc1twa*ericig&e 



PSS 

Electric Dreams 

Firebird 

Ocean 

Elite 

PSS 

CRL 

Virgin/Amsoft 

Elite 

Vortex 

Ocean 

Imagine 

Alllgata 

The Edge 

Gargoyle 

Melbourne House 

Amsoft 

Mastertronic 

Gargoyle 

Imagine 



Top three games Get 
Dexter, Spin Dizzy and 
E Hie mai ntalntheir reig n 
of power, just showing 
how good these AA 
Mastergamesrea My are. 
The Covenant from PSS 
shoots in to the number 
six spot, making it a 
game to watch J Batman 
looks like a game to 
watch too - can it hang 
onto fourth position for 
long? 

And what about 
the battle going on 
between 10th, 11th and 
1 2th place? Remember, 
the outcome is up to 
you - these are your 
charts, so If you want a 
hand in them get voting 
on our voting form on 
page 86. 
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JACK THE NIPPER 

Giemlin Giaphics. CS 95 chk, f 14 91 ilisc ioys-lick or ft&ys 



Young Jack is every parents worst night- 
marc ha 'a not just a naughty little boy, 
he's positively evil. His main aim in life is to 
smash anything he can get his hands on, 
drive aduitst up the wall, [hrow a spanner in 
the cogwheel* of industry and generally 
cause as much trouble as possible. You'll 
be glad to know that far from having to try 
to stop Jack... you are Jack, AM aboard for 
second childhoods, kiddie psychopaths 

9fld r&Yengo wreaking parents. 

All the action takes place in Jack"s 
home town, which he's intent on livening 
up a bit. To do that he's got to use a number 
Of object in the light places to cause 
havoc. The town is made up of several 
streets containing shops, house* and gar- 
dens, nearly all of which contain some 
potential mischief. Each location is shown in 
ptmido 3D and is packed with moving 
characters who really do deserve the 
phrase 'cartoon graphics'. There may not 
be much animal ton- but the variety and 
detail of oach character gives them real 
personality and humour. 

All of the characters pose a danger to 
Jack because whenever he runs into any- 
body his 'rash rating' goes up until he loses 
a life dtiG to a very sore bum. Extra hefty 
scoldings will be handed out if he performs 
one of hia acts of mischief and gets caught 
by tho unfortunate victim. This sort of rough 
justice will also be mcated out if he shoots 
people with his trusty pea-shooter, 

SECOND OPINION 
For once hare's a game with iea! 
i cmioqd graphics - the characters look 
hkv they *v& stepped straight out of 
The Beano. and there s a plot to match. | j 
It's & totally breakable game, and you 1 
just won t be able to resist it. Go on. 
give 'em hell? 

AW 



As Jack moves about the town he can 
*nter the doors of shops and buildings lo 
do mischief, or move into another street 
through the tdp of some screens. He can't 
move back through Ehe bottom of a street, 
but has to carry on through the screens 
until the- street wraps around back to the 
starting position. This isn't much of an 
inconvenience since there are only a few 
streets, but it means that a good knowledge 



the Adventuring side, but while you're still 
trying to find alt the objects and work out 
what to do with them it's tremendous fun. 
The cairoon graphics really are good and 



THIRD OPINION 

As the proud father of a two-year old. t 
could really fesl for this game. The 
graphi c§ are cxcellen t an d tho h umo u r 
funny for once, but whether jYII k&ep 
the dedicated player involved far long 
is another matter, 

MN 



add a great deal to the game's impaci 
You HI fall in love with this little horror 
straight away and the great beauty is that. 
UltlikC the real thing, you can turn him off 
whenever you like. 

BW 

FIRST DAY TARGET 

90 per cent h Or 'Prankster' 



OOP D HE W 

► Very attractive cartoon graphics. 
P- Plenty of hum our r 

P- Monte tasks are pleasantly 

des. tractive, 

► Enough Locations and objects to 
present a reasonable challenge. 

► Most klda aren't quite this bad. 



P Loses interest once youVe solved 
most pu3zlei+ 



GREEN SCREEN VIEW 

For a game with sucJi great wire of 
colour, this one looks pretty good in 
gre&n - certainly no visibilisy 
problems. 

AW 



GRAPHICS 

SONICS 



GRAB FACTOR 
STAYING POWER 




[Nipper's naughty hints 

Here ore a Few clues on how to use objects to 
th-slr moif mfsdieviousi 

SOAP POWDER: gets Mum into a 
lather, 

FLOWER KILLER: Dad's busy weed- 
ing the garden so why not give him a 
hand, 

BATTERY: someone will blow his top 
when you blow his fuse. 
BOMB: 'alio, "ello, 'ello, now you've 
blown it. 

HORN; not a hot tin roof but jus! as 
lively. 

FLOPPY DISC; production: will grind 
I to a halt when you corrupt somebody's 
I computer. 





of the street layout is helpful . 

The pranks that Jack can perpetrate 
are fairly straightforward but aren't always 
easy to complete without getting a hAd 
spanking. Dropping things from a groat 
height ao that they smash and shooting 
things with the pea -shooter are fairly obvi- 
ous, but using some of the other objects is 
more fun. Many shops are vulnerable to 
a tuck, by overloading ttte launderette's 
washing machines with powder, for 
example, or a] to rung out all the computers 
in the l )ust Micro 1 computer shop. Only two 
objects can be carried at onco, but after 
they've been used they can be disposed of 
in tho most destructive manner you can 
ihinJt of. 

Thsti isn't a particularly tough game on 




You just can't seem to match Mastertronic's 
production of high quality, regular and 
cheap games at the moment. This one's a 
version of the arcade game Gauntlet and 
stands out because of the option of a two 
player game iti which Uie participants have 
to actively co-oporat© to got anywhere in 
the game. 

As a one player game this is a fairly 
straightforward arcade adventure in which 



SECOND OPINION 

If this wa$a one*pIaycr game, it wov\ 
be pretty good. We&k graphics end 
difficult controls would put it some 
way bote w Sfesteitronic s usual high 
standards, but it would still be good 
value. It earns its Rave with the two- 
playax option however- the 

cooperative g&rneplay is great stuff, 
and very unusual. 



I 



you rush around lots of locations picking up 
as many cbjcctc &$ possible and fighting 
hordes of creatures, However, when you 
play with two players it becomes a unique 
exercise in co-operation and dual action 
that you won't find in any other Amstrad 
game. So if you"ve got a friend who you'd 
like 10 get closer to then read on. 



The game revolves around two charac- 
ters, Agravain Unde&d and Storm, who are 
searching the castle of Una Cum for Storm a 
wife. In the one player game you control 
Agrayain and have to complete the task on 
your own, while in the two player game 
Storm is also thrown into the action. 

The castle is composed of rooms con- 
nected by doorways* the rooms and every- 
thing in them being viewed from above so 
that you only sec the head and shoulders of 
each character. Storm's wife is in Una 
Gum's laboratory, and to get inside you l ll 
need to collect three ervake brooches hid- 
den in the maze of castle rooms. 

As you enter each room a description 
of it scrolls, across the top Of the screen 
which may or may not prove useful. More 
helpful are messages that appear informing 
you of events and the status of the charac- 
ters. Each room usually contains a number 
of features such as walls or other static 
objects. Some of these can be picked up, 
others shot and some examined, 

In every room them are generators 
(hat produce creatures varying from armed 
guards to amoeba-Uke fungi. These can be 
shot, and when they come into contact with 
you they drain energy. The generators can 
also be destroyed, slopping them from 
producing creatures, but they reappear if 
you re-enter a room. These are the only 
other things that move but they are a 



serious threat because the generators can 
spew them out at great speed to create a 
seething mass of monsters. 

Objects that can be picked up include 
scrolls, amulets, masks and cabbalas. 
Masks, will destroy all the generators in a 
room, but scrolls and amulet* will just 
destroy all the monsters. Cabbalas will 
remove or create traps, and you only find 
out which by trial and error* Other helpful 



THIRD OPINION 

I am a real sucker for two player 
garnets, if only became genuine two 
player action is so rare, and most 
games are very xnti -social. This one 
really succeeds because to get 
anywhere the two players have to co 
opera te ra th ar than compete for 
change 



objects are food and restorative fluid that 
replenish energy, and armour that protects 
you against the creatures, 

If you are playing the two player game 
then when one player exits the room the 
other player has to follow through the same 
door. This, combined with the difficulty of 
the game, makes co-operation essential - if 
players try to compete against each other 
then disaster is certain. 



GHOSTS N GOBLINS 

Elite, £8.05 uass, CT4.95 disc, joystick ar keys- 
Yet another of Elite's very popular arcade 
conversions, which will probably leap to 
the top of the charts quicker than you cat! 
say s pots of money", it's voiy short on 
instructions, but anyone who's seen it in the 
arcades or played Green Bere t will quickly 
get the idea. 

You control a knight, sporting a fiery 
orange beard, who's trying to do what 
knights do best - rescue a damsel in di- 
stress. To do that you've got to overcome 
all manner of spooks, ghouls, goblins and 
things that go AAAAAARGH in the night. 
You have to get through a number of 
screens, moving left to right across them + 
When you near the right hand edge Of the 
screen it scrolls to reveal more of the 
spooky scenario. 

The knight is armed with a limitless 
supply of swords you throw horizontally to 
dispatch foes, but you can also take evasive 
action when necessary by jumping, duo* 
king or climbing. The first problem en- 
countered are zombies, which rise up Irom 
gravestones and head towards you with 
arms outstretched. They zombies have to 
be hacked down with the swords so that 
you can leap over the gravestones. 

The background soon becomes more 
detailed with the knight able lo climb lad- 
ders up to a plateau. On this section there 
are more zombies, birds that flap up and 
down, and plants that spit rocks at you. All 
of these are deadly to die touch but can be 
killed with swords. If you do lose a life you 
return to an intermediate starling point, 
depending on how far you've got. These 
points are quite a way apart and take some 
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HereV o *un down on the first few gboOl 
yWfl fo«> and how rh«*y b#hove; 

appear on» of the ground <*nd 
wotk lowcrrch you. Can be JoTd Sow with your 




Oon 1 t mo/e hat ipil . 
rocki tjt yog. Plonfi- tan be kilted by c ^ 
bur rocki hove to be jumped, ducke< 
others fie avoided. 

Take off trom grovetrtoif 
and flop up and dawn, Can be ahol with 
u^Qid bur yoti may hove to ti*mp up lo d 






The graphics arg quite nicoly done 
although overlayed sections of scenery can 
make it difficult to see whal's going on at 
times. The action ie very hectic and you 
won't have much !ime to slop and think in 
either player mode?. The use of objects and 
traps adds an Interesting element to the 



gameplay that make this more than just a 

mapping task, [n one player mode it's just a 

good, tough arcade adventure, but in two 

player mode it's unique and will provide 

many hours of enjoyment 

FIRST DAY TARGET 

One Snake Brooch BW 
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getting to - that's just on Level One. and 
There are four Levels mull! 

The next starting point Lakes you into a 
difTeren! section of the game, where things 
get really tough. First you have 10 hop on a 
raf! to cross a stretch of water, and then 
avoid some nasty flying ghosts while trying 
to jump over more pools If you've got this 
far you 11 be starring 10 wonder just how 



SECOITO OPINION 
This game runs on frustration. Die at 
the end of a section and you start your 
next life a long, iong way back - 
always assuming you *vc got a life left 
that is. The obsiacles keep getting 
meaner, and you 've got to take each 
one a new way. It drives me up the 
wall but I can r t stop playing it. 

AW 



long Level One is. but the toughest part is 
yet to come. 

The last adversaries include a winged 
demon, flying ghosts wiih spears, another 
rock spimng plant, and a guardian demon 
who leaps up and down. trying 10 stomp on 
your head. Pools of water also make life 
difficult, so you" I: need all your Skill and 
timing lo get through. If you can make it to 

the end of Level One the game opens out. 

giving mult-directional scrolling instead of 
Just left and right. The action also becomes 
more platform orientated and certainly no 
easier. 



THIRD OPINION 

Needless to say 1 didn % get anywhere 
hke as far as Bob with this one, which 
is one reason I'm not usually that keen 
on this type of game. Bur this is one 
with a s&nse of humour, and just the 
right level of difficulty to keep me 
coming back for more- Better than 
Green Beret and a lot less bloodthirsty 
too. 

MN 



experts will Ond it lough to get pass Level 
Two. Like me. you'll keep coming Sack to it 
to aee if you can just crack one more 
section ...and another... and another. 

FIRST DAY TJLRGET SCORE 

Jusi get to Level Two! BW 



GREEN SCREEN VIEW 

Th & rocks that the plants spit at you are 
almost invisible, and they r re tough 
enough to dodge when you can see 
them. This game really doesn f need to 
be anymore difficult. 

1W 




^ Four very tough levels, 
^ Variety of ghastly, ghostly enemies. 
► Extremely addictive gameplay . 
* Good music while you're playing. 

Not just horizontal scrolling, multi- 
directional action from Level Ttvo on. 



mf(W^Kk j Whto up ond down Ao. 
acreen ond son only b<* ovoided by running 
lender lheflv-"!'v -v r ■ 
Wlft Rushes ocroii lfi» screen 

of you ond hoi to be-Jumped ove* 
HWHHidQfr 1 . Co fry ipeors which rhjey 
moy throw, end flbd! groduoUy dow/> the 
icreen to words you. Con be ihor with 0 

sword, *- ^*^5^^5tS^^V ,, w^ 

LEA^tffG DEMON Loops up and down and 
bo* to be shot sever o'i limes before yoo con 
progress lo th* next level* 



graphics and animation are reasonable, if 
nol outstanding, bisi the music is very 
catchy and the gameplay tremendously 
addictive. If you've played Green Beret 
you It be ai home straight away, but it is a 
much more varied, complicated and 
tougher game. Some players may take time 
to really get to grips with it and evert 



* Long gaps between starting points. 
► Almost too tough in places. 



6BAPHICS E 
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The predecessor to this was one of the 
earliest big games on the Am & trad, and It 
■till looks good even today. Thai was a 
"vector' graphics shoor,-«nvup with all the 
ships lin&-driwn and empty. Now every- 
thing has been filled in with colour, and has 
more varied stages and an overall task- If 
you've got the original then you already 
know what Realtime is capable of. and this 
latest offering sett new standards in 
graphics. . 



SECOND OPtWIOK 

This one tAkes shoot- em-up graplucs 
ji7ft>4f whole new league. The enemy 
ships ere so beautiful it s&ems a shame 
to shoot them, and they're just a small 
part of the g*un& If docking with 
space-wheels docsn 't amaze you, you 
should try the tunnel sequence at fuil 
spaed - it's dazzling. The gameplay's 
tough and varied, but who cares. 

AW 



The game is a battle against the in- 
vaders of the original game, who have 
been driven back to thoir own planetary 
systems which you now have to conquer* 
There are liva systems, each with between 
Ltuee and six planets which have to bti 
neutralised by overcoming a number of 
defence zones and destroying their control 
centres. The plane es come in three typos, 
military p industrial and agricultural* and 
this determines the sort of opposition 
you 'rc likely to encounter. 



The ship is based at a support module 
from which you travel lo each of the five 
systems. Supplies can be taken on at Ihe 
module to replenish fuel and forcefield 
levels before caking on the planets. Once at 
a system you can choose to attack any of the 
planets, basing your decision on the oast in 
Fuel and the strength of their defence. 
When you hypers pace to the planer you 
may encounter your first problem - a 
hyperspaee storm, This consists of an awful 
lot of coloured blocks flying straight at you, 
which have to be avoided if you don't want 
to suffer a lot of shield damage. 

Having reached the planet you could 
come across a space wheel. These always 
appear at military planets and sometimes 
atmdusEnal one a. These can be ignored, 
but provide quite a challenge. After that 
conies a series of defence forcefields. each 
passed through a diamond-shaped gap. 
These are defended by various spinning 
objects and gun emplacements that fire six- 
pointed stars. Getting through them un- 
scathed is very lough and takes good tim- 
ing and positioning. 

After getting through the defence 
fields you've got to deal with the planet's 
orbiting fighter cover. This involves ship- 
to-ship fighting, very similar to Starion and 
using similar scanners to locate the enemy. 
When the enemy comes into view the scan- 
ners disappear and leave you to marvel at 
the amazing solid, full colour spaceship 
twisting and turning in front of you. Shoot if 
a faw times and it explodea. often leaving a 
fuel pod for you or an enemy scavenger 
ship to pick up. 



Once you've destroyed enough ships 
you descend to the planet surface, and a 
trench which you fly through, shooting 
some of the ground targets and avoiding 
others, At the end of the trench you enter a 
ventilation duct full of blocks and obstacles, 
including rotating fans and opening and 
closing iris doors, Finally you'll come to the 



THIRD OPINION 

If you fancy a change from Ehtc a this is 
the one for you. ft doesn "r quite have 
the same thrill as racing your souped- 
up Cobra MklU against a couple Of 
Vipers - it doesn't quite have the feel - 
but li s pretty hot. And the graphics 
are astounding too. 



room containing the pod that has to 
bedestroyed to neutralise the planet. Blast 
that and it's off to tackle another one. 



i 



ORBITAL FIGHTERS- To get mem in your 
screen use the two Konntn. When ihol they 
usually leave a fuel pod - be coreful not to 
■hoot it, but fly quickly towards Et before a 
scavenger ship pkki it up. 



Storslrike stages 

In a liHb more detail, hero is whof yav hove 
to do at each stage of your attack: 




SPACE WHEEL Shoot fiv* pods off the edge 
of the wheei and then dock with it by spinning 
to match rotatiorL Once inside deilroy the 
ship ond the three control pods - the third 
one freeze* the iris door ond allows you to 



steep* 



DEFENCE FIELDS: The gap in the field Is 
blocked by spinning squares and triangle*, 
The triangles con be shot, but the squares 
have to be avoided, Examine their movement 
and portioning to find a route through r 








Not every planet ha* all dies© stages, 
and some are harder than others, Whi- 
chever one you choose you find your 
shields under heavy pressure and a need 
for plenty of skill and practice. The solid 3D 
graphics are absolutely stunning, com- 
bined with demanding, addictive gameplay 
and terrific variety in the stages and oppo- 
nents. It r s certainly the best action ahoot- 
etm-up of the year so fat, and those 3D, 
solid* colour graphics are absolutely 
incredible. 



BW 




VENTILATION DUCT: Contains blocks across 
your path on aH sides of the duct Same 
osdllqte up and down, others from side to 
side. Fens folate, while iris doors and slid! rig 
doors open and close across rhe whole of the 
duct* You con vary your speed, and at full 
speed it's lethal but vet y impreutve. 



I 





GROUND ATTACK: Danger* include gun 
eraplocments that fire stars, vertical beams 
ond bouncing squares. A cursor on ths ground 
show* where you can shoot, its position being 
controlled by your height and sideways 
movement. 



GREEN SCREEN VIEW 

Looks gxeat to me, tod I dp mean 
great 



AW 



Very addictive and fast gameplay. 
As w pure shoot-em-up it knocks 
everything else Into deep space, 

A long term aim beside* a high aeons. 



Only if you don't like shoot-em-ups. 



Astounding graphics- 
Easy to get into the action. 
Large variety ot section* and 
enemies, 

Some very tough stages. 
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THIS PACKAGE CONTAIN ONE AM PURER 

OH€ PAIRStEflEO HEAD PHONES 
TWO 3" SUSP EN GEO POO SPEAKERS 
Owe DEMONSTRATION CASSETTE 



Powerful Stereo amplifier which utilises the 
Amstrads full sound capabilities. 

Compatable with the 464, 664 and 6 1 28 

computers. 

Very easy to use. Demonstration software 

included. 

Enhances most existing software in 
wonderful stereo. 

No external power supply needed, 

Works wrth ALL add on s- 

Complete with two high qua/tty 30 watt 
double cone air suspension speakers in pod 
mounts, for group listening and a pair of 
lightweight headphones for personal 
listening. 



Range of music tapes which complement the 
Maestro perfectly. 

Can be used wrth your own Hi-Fi speakers. 
A must for al! music lovers 
Designed by experts. 



A V -wHjij-.hrdi Le^urc lYixJtac* 

VANGUARD LEISURE LTD 

CHURCH ROW CHAMBERS ,f RANK LANGS. 
LONG TON. PRESTON PR4 SPO 



to ONLY 




£39.95 







The Central Intelligence 
Unit of the FBI has been 
attacked by a hostile 
Secret Service, you -must 
find the bomb and the 
stop-codes for the timef 
before the enemy lose 
their patience 



Available from 
computer stories 



leading 



Amstrad CPC Cassette £9.95 
Amsirad CPC Disc . £1d.95 

Commodore 64/128 Cassette £ 9.95 
Commodore 64/128 Disc £12,95 



85% Overall 



Happy Computer. 
Germany 



Micropool International Ltd. 
4, Mercury House, 
Colleva Park, 
Aldermaston, 
Berkshire. %&7 4QW 
Tel, Tadley (07356) 77486 




ROOM TEN 

CRL P £7.95 cass, J-uysliuk &r fcfcyi 



It may be from th6 same author v*hs> pro- 
duced J5?u Cetf H bui this c^rtaJniy isn't a 
sequel m any way. Jtoo/i? 7Wr drs'ws A lot" on 
the scenario thai produced BfU Cefl, hut 
the game is in fact a hi-tech development of 
those old 'pong' ftennis) games, R£itterr*bcT 
the days when yoeu'd gtt birain dead watch- 
uig a white, dot txnmcing off two bats? Weil 
now ira in 3D and there's a very mean 
ooiftpiiter opponent to go: with it. 

This new sport is called 'glydiitg", and 
the name of the game (pomes: f r oth the fact 
that it takes place in room numbei 10 at 
each Gal Corp feimnfr complex. Thf> game 
... ■ , ■ ■■ 



SECOND OPINION 

The idea of 3D ¥ sczo-gravity pong may 
not sound lute a natural, but ihis one 
really works, It's gripping, infuriating 
stuff, and at top speed can really get 
quite nwiuc The split screfen makes 
for grea t two-player action > and the 
computer opponent's no slouch either 
Wouldn V ha ve minded d m ora 
interesting scoring system, though. 

AW 



takes place inside a iarge rectangular box. 
and under zero gravity conditions so that 
the batt tfoe$n 7 i have a etirved trajectory. 
The too players* control transparent bits - 





This is one of the first game* lo come out or 
the thriving German Amstrad market F and 
it shows that they may well emulate the 
French with a similar software invasion. 
This isn't terribly original in concept but it '3 
well implemented, looks good and features 
some testing gamoplay- 

The game takes place In a hotel in 
which a bomb has been planted on the 82nd 
floor. The aim is to get to the bomb by 
using the many elevator? in the building, 
and then to defuse ii. Naturally things axe a 
good deal more complicated than that, and 
there are plenty of obstacles in your path. 



SECOND OPINION 

it 's Always nice to see the&rnold 
market in EuropeFe$ding softw&rQ 
b&ck in to the UK, even if it isn Y all 
ex&GfJy to the standard of Get Dexter. 
This German hftem-up (sorry!) has the 
fresh and unusual approach of recent 
Frentih games, with nice touches 
galore* AH that shooting, ducking and 
jumping can get a hit nr&$Qm&, bill At 
Ic&st it r s different 



The agent you control is called Trevor, 
and ui order to defuse the bomb he needs 
to find 1% codes hidden in the budding, The 
building itself is split into groups of eight 
Doors, each group containing two keys and 
two codos. The first key is to be found at & 
reception desk, and allows you to open the 



hotel rooms in that group of floors. In one of 
these rooms is a porter with the key that 
takes Trev pajt art emergency door into the 
next group of eight floors. 

Three floors are shown on screen at a 
time and oach is only one screen wide, but 
all are packed with furniture 
and objects 




r\ tor a 
the 
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50 SEPTEMBER 1986 AMSTRAD ACTION riHudwH^ 





ou# at ^aeh end of the box - which have 
complex freedom Ol movwtwnt around Ltt^ 
back walls. The aim is. to strike the ball so 
that it rniase* the opponent's bat and hits the 
back wail 3 naze ad. 



THIRD OPINION 

This game just goes to show thai ihe 
&}d favourites still have life in them 
even now. An old idea* but a great 
perspective and great graphics - and 
really rwo player, though the 
computer is a pretty mean opponent. 
It r s just a shame that they didn '? take 
the idea /urcher. 

MN 



The sCT&an is split uuo two so thai each 
player has a view of the court from behind 
their back wall- The view moves so that the 
bat u kept centre-screen, providing a 
constantly changing perspective of the 
court. Every time the ball hits the back wall 



IE scores five for the player who last hit it, 
the wutmt! r bumg the first to score 35. 

After every point the player who lost 
gets to serve, and therefore gains the initial 
advantages A serve is performed by plac- 
ing the bat behind the ball and pressing 
fire. The direction of the serve depends on 
the portioning of the bat: so the ball can be 
angled up* down, left or right The nearer 
the ball is to the edge of the bat th£ jjrwier 
the angle achieved, but ajso the higher the 
risk of missing. 

The game has quite an impressive 
'front end', with many options and scene- 
setting instructions to help you along. You 
can choose whether you play the computer 
or 3 human opponent, what standard the 
computer player ia* the game tpeed and 
the screen colours. Thereof also a compre- 
hensive key/joystick selection feature,, the 
rules of glyding, an introduction to the 
Gajcorp Leisure Compl**** a high *Cote 
table and a choice of languages. 

The graphics move smooihly and look 
good, particularly when the game is being 
played at cop speed. The computer puts up 
a good opposition bul much ihe best way to 
piny the game is against another human, 
The only real disappointment is that there 
isn't more depth given to the game by 
having a series of games or different 
shaped courts, for example. That limitation 
aside you'll have plenty of fun with the two 



player game, trying to follow a bouncing 
ball aft it goes crazy all over ihe couxl 

BW 
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> Smooth, fast, 3D graphics, 

fr» Good compultt opponent. 

* Two jj layer option i* gi#*f f ur. . 

^ Can vary computer skill *nd game 

spaed. 



a 



Little d&pth to the action with jv«l 
stogie games. 

* Do+sn't have different ■ hoped courts , 



GREEN SCREEN VIEW 

There's a colour-changing option, 
though the default colours were 
perfectly visible anyway, 



AW 
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67% 


A A RATING 


73%i 



■.■.■.-J 




Everything can be searched to find the 
pieces of code, which have to be remem- 
bered in the right order for use later when 
defusing thfc bomb, Popping qut from the 
lifts and from behind curtains are the bad 
guys, who are your main problem. They 
come after you and will shoot* costing you a 
life. You can jump or duck bullets, but the 
baddies can duck and shoot as well so you 
nead to stay constantly alert, Trev can shoot 
back and kill, bqj thfcy keep coming how- 
ever many he wastes. 

Opening hotel room doors can prove 
hazardous* as usual] y you won't find (he 
porter but instead a bad guy who you "1! 
have to shoot before ho shoots you. This 
reflex action at a door can prove unfortu- 
nate because sometimes a lady in a night- 
dress answers, and if you press the fire 
button all her clothes fall off and you lose 
100 points. This last bit of rather tacky, 
sexist rubbish obviously must have amused 



the programmers 
other purpose. 



because it serves no 



1 



As you explore the hotel you discover 
various special features that can help or 
hinder your quest. Examining an armchair 
pauses the game while Trev sits down for a 
rost; while examining a small table gives 
you the chance to gamble on a dice roll that 
could enhance your financial position. 
Other nice features include a bar from 
which you can buy drinks in return for 
information from Hut barman, but causing 
you some problems with control; mains 
sockets that can prove very hazardous; fire 
extinguishers that put the lights out. and pot 
plants that put them back on. 

If it weren't for ihe special features this 
would be a fairly ordinary game in which a 
Lot of time is spent running, searching and 
shooting. However these features do give it 
that extra something and combine with the 
cough gameplay to make a good game. The 
graphics ace colourful and detailed, 
fi [though the screwing between sections of 



three floors is jerky, A good effort from 
Germany with hopefully even better to 
come, 

BW 
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> £2 floors is a lot lo gut through. 

P- Colourful and detailed graphics. 

+ Tough gamepJay so you can't afford to 

relax. 

* Good features such as the bar, chairs 
and fire extinguishers. 
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► Becomes repetitive. 

► Controls are a little awkward for 
searching. 



GRAPHICS 
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THRUST 

Firebird. CI 99 Lass, keys only 



This gazoo dropped onto my desk very late 
on in the issue, which a why w« had no 
tune io give it a coiour page — but it's to 
good that we just had fo i*U you, about it 
Who knows, if it had come in earlier it 
might even have pipped Staistrike Uioi the 
M&stergante title. It's a superb vector 
graphic game that has its origins m the 
arcade gome Gravr'tar* and feature* soma 
of the most addictive garneplay frt to 
arcade game, never mind a budget 
Ama trad tide. 



SECOND OPINION 

The gmn*plAy On thip L* just 

unbelievable, f he controls an? 
JUmniiJ^Tp obstacles are formidable, 
and that pod is so amazingly heavy 
you can almost loo! th& strain on the 
tractor beam. It's too pood to be true. 
At £&. 9& it would ha v& b&en secon d 
only to Spuidizzy , but at £2.99 it % 
unmiavajbJe. 

AW 



At first sight it looks like nothing $pet> 
ift], with just a few insubstantial rector 
graphic* and a very simply drawn planet 
surface, but as soon as you start playing h'p 
obviously something special as you delight 
in the control of the spaceship The task i$ 
quite straightforward - to pick up a power 
pod from the surface, and then destroy the 
planet by shooting up the main reactor, 
Completing it can be a whole different 
matter. 



There are six planets, each with a 
different layout. The first one is just a 
surface mission bur ail the others take you 
into caverns within the planet. The caverns 
are fairly bn:u except for the power pod, 
the reactor, fuel cells and ariwnonte t but 
these win be enough fot anyone to cope 
wiih, particularly when the going gets 
tough. 

The ship is a delight to control It's 
affected by gravity and also has a fair bit of 
inertia when you use thrust, But the controls 



THIRD OPINION 

This is whatltik&r A xp*CG shjp that 
reaUy lets you toel the thrust of 
bum&is against gr& vity find mo ves 
like a ten-ton articulated when you 've 
gol a pod in tow, The grapluc® nrcn r 
storming, but that doesn f matter This 
is d r&al simulation, and with plenty $f 
action too 

MN 



are very nice to ase and. unless you panic 
or get disorientated. aren't too difficult. The 
ship is equipped with a tractor beam that 
attaches to the power pod and I6w* il t 
which brings new control problems with 
the pod 's weight and inertia affecting the 
ship's movement as w*iV ti (he pod is 
destroyed you go with if, so you have to be 
careful with the precious cargo. 

The Ship can pick up fuel from fuel 
dumps in the same way as it picks up the 



pod, and thi&i* essential since tuoi is used 
when thrusting end by the force field. The 
force held can protect the ship against shots 
from the planet's defence system, but not 
against crashing into the ground or oilier 
objects. You can shoot the armaments as 
well, but like everything else this takes 
accuracy. 

Once the pod is in tow you can go after 
the reactor, which has io be shot a number 
of times before it starts to flash, This means 
ft k s going to explode any moment, and 
you've only gol a short lime to fly straight 
up and away from the planet. You can leave 
without destroying the reactor but the next 




NEXUS 



N«us. f 9 95 caw. £14 % disc, ruyslick onl* 




A new software house with their fiiM game, 
and packaged in some very 'alternative* 
packaging. It certainly doesn't look like a 
cassette or due box, bat it does look 
attractive. The game is set in the HO of a 
drugs ring which you have to smash, and 
combines several familiar themes te create 
quite a different game. 

The screen is split into several areas 
which you need to be familiar with before 
getting very far into the game. The top 
third is the area where you can see the man 
you control and part of the level of the 
building he is on Below are various 
windows that show communicatioiis from 
other characters, a radar display of charac- 
ters and objects on your building level but 
off screen, the direction of someone or 
something interesting: facial pictures of 
friends and enemies, and a list of possible 
moves or actions. To understand moat of 
what's going ^on you have to read the 
InilructfgjiB carefully, but eventually the 
basically simple aim reveals itself. 

Supposedly you are searching the 
eight Door levels of (he building for a friend 
of yours and the answers to 33 questions - 
Each question is composed of four 
scrambled fragments which you have to 
rearrange, but first you've got to find them 
* all 138 if you're going to complete the 
game. The pieces are found in rooms all 
over the eight levels of the complex, which 
ha^e to do systematically searched in order 
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planet will be alerted; and have its arma- 
rnents ready . 

If you, complete the first six planets, 
with things getting tougher aU ihe time of 
course, weird things start to happen ae ihe 
plan* is repeat but with heavier defences 
and somo olher sti ange cffe cts 



There may not he much to the graphics 
hut what's there is superbly done, and of 
course, the real clincher is the gameplay. 
You just carit afford to relax for a imitate 
with the amount of control needed, bttf 
even if you crash it jt&t dram you back for 
another game. TWa wouM be * good full 



pries tLtXe but at £2 it s an absolute ileal. Co 
and buy if *tow or you'll regtet ii_ 




FIRST DAT TE.RG ET SCORE 

80.000 



GR£i:N SCREEN VIEW 

Best thing since sliced broad. 



BW 



AW 



0 



► Excellent vector graphics. 

► Well designed^ devious caverns. 
^ Marvellous skip control. 

* Great effect* ea later level*. 

► So simpl* yet ao addictive, 

► Amazing price, 



S 



It's just poMiMe yen may not like the 
control (only fi«t i mind). 



GRAPHICS 


89% 


mmmm 


SDNJCS 


47% 




Gift A B FACTOR 


96% 




; STAYING POWER 


91% 




A A HATING 


94% 





1 



Lug action. There's plenty here Id get to 
grips with but it may wear thin after you've 
found and edited most of the messages. 

FUST DAT TARGET SCORE 

2 BO pomta BW 




to be safe from attack In tome area* you 
need pass cards which can be got from 
Nerua personnel- Once you're familiar with 
the layout and action involved the game 
becomes moitly a matter of keeping out of 
trouble and searching the whole complex 
for pieces. Once you've got plenty of 
pieces you can edit them in a special room 
to discover the answer ■ to the 33 questions, 
and men trsnsmii the answers from the 



SECOND OPINION 

A cut above the usual run-aroiuid- 
searchmg-rooms stuff, but the puEzIes 
are ?i£U pretty puny and the graphics 
aren't all that hoi cither . it's well 
presented and the digitised faces are 
great if you squint a bit t but it doesn't 
foel very satisfying. 1 do wonder how 
long it f s going to keep people hooked, 
truth to tell. 

AW 



give him more firepower. The characters 
you meet are pretty tough too, and if they 
get nasty they can bee! you up pretty good. 
There are also friendly characters who are 
members of Nexus arid can provide you 
with help, as long as you stay on the right 
side of them. 

To get between Levels you use lifts, but 




THIRD OPINION 

The plot it com lite instructions 
complicated and the packaging totally 
over the top - buil liked this one, It 
has a nice balance of action and 
adventure, but could become 
repetitive quite quickly, 

MX 



'transmission' room Another room allows 
you to locate and examine the skills oi the 
members of Nexus when you need their 
hetp T 

The graphics and animation are quite 
good, with a very nice screen layout and 
use of windows. There's music too that 
tootles along with the game but it isn't very 
inspiring. Initially it takes time to gel to 
grips with things, but once you're under- 
way the gameplay varies between repeti- 
tfve searching of rooms and bursts of Sght- 



N 



A large, interesting playing area. 
Tough task reffulring strategy and 

skill, 

> Good screen design and graphics, 
s* Nice features like the computer 
terminals and thft M**us personnel. 



Gameplay may become repetitive. 



GRAPHICS 




SONlCS 




CRAB FACTOR 




STAVING POWER 




A A RATING 
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STAR FIREBIRDS 

Firebird. £1,33 tass, joystick or keys 



Originally released by Insight at a price of 
£7.95, this game has quickly made its way 
into the ranks of budget games where it 
rightly belongs, Irs a simple shoot-em-up 
similar to many o there on the Amstrad, but 
you've only got to shell out a few pennies 
for it. 

The familiar scenario involves a laser 
base ar the bottom of the screen that you 
control to bias i away a! several types of 
alien birdie things flying down the screen. 
Thtfre are two common types of bird that 
whizz around scroti m curving patterns: 
one of which shoots single bullets, while the 
other shoots a scatter of them These are 
dealt with by a single shoe. 



SECOND 0PIN1OK 

Great blast fai A couple of minutes, but 
there are none of the tough patterns 
that those Jeft-nghtjires really need. 
Fun k and graphically quite appealing - 
but Where's ihe staying power? 

AW 



Bombs come in from the lop of the 
screen and slowly descend r but when shot 
they explode inio dangerous fragments. 
The Jast and toughest of ihe adversaries is a 
big bird thai has to be hit several tunes 
before it dim. 

It tho base gets Into real trouble it can 
'warp 1 a limited number of tunes. Warping 
causes ii to move automatically up screen 
while invulnerable to the birds which you 
can kill on ihe way. When it goes off the top 
it reappears at the bottom of the screen, 
and you need to be ready ao that it doesn't 
reappear in a hail of enemy fire. 



TFTIltD OPINION 

Great in the arcades a few years ago, 
but wearing a bit thin now. It's a good 
version though and not exactly 
expensive at £1 99. 

MN 



The graphics are very colourful and 
move at a reasonably challenging pace. 



There is Utile variety in the bird's action 
and mostly it's just a matter of blasting away 
with a firing finger at the same old form- 
ations It's only £2 so you could do worse if 
you're looking for a mindless blast. 

m 



FIRST DAY TARGET SCORE 

10.000 



G 0 D D 



P- Colourful graphics. 



GLADIATOR 

Inrnark, £fl 95 cass, joystick or keys 



As if to prove thai you can't keep a good 
idea down here's yet another combat 
game. It's set in the first centuxy AD where, 
armed with a nasty assortment of body 
splitting weapon*, you enter the Roman 
arena as a gladiator. As ever it s a case of 
loll or be killed, so you had better start 
sharpening those blades. 

You can take pari m a battle against the 
compute: or against a friend and, if you do 
well enough against the computer, you 11 



B 



N 



W 



+• Hot many varieties of alien, 
I* Little change is movement patterns. 
► Completely and utterly mindless (oi 
Is that Good New*?) 

GREEN SCREE VIEW 

No problems here (except for those 
damned birds!) 

JtW 



SECOND OPINION 

This must bo the naffest combat game 
wc Ve had all year. The action locks 
ridiculous, sounds feeble and plays 
dismally, Th ere s no attempt at realism 
orplayahtlity, and the whole thing 
ends up rather more like Life of Brian 
rhdrt Spartacus. 

AW 



GRAPHICS 


«1% 


\m$mm 


SON ICS 






GRAB FACT Of) 


41% 




STAVING POWER 


32% 




A A RATING 


37% 





later get the chance to bel on the result of 
other fights. The first thing you have to do 
is choose your three weapons from the 4S 
on offer. These include shields, swords , 
spears, tridents, nets, bolas and daggers, 
which can all be used in different 
combinations. 




KNIGHT GAMES 

English Software, 18.95 Cass. £ 14.05 disc, joystick ur keys 



The mediaeval muekabout is a new concept 
in combat games, with knights battling to 
knock the rivet* out of each other m eight 
contents of brute force and skill. There are 
sue combat events hero where two knights 
go head to head and two shooting events ~ 
cros&bowand archery. 

The eight ©vfenta oil load separately but 
fortunately this dbesn't take long and la 
handled by mean* of a convenient menu. 
The whole thing starts with a very impress- 
ive loading screen involving eight charac- 
ters all doing their thing in superb anim- 
ation. You- can then load one of the eight 
^v^ntst, with SwordSght I. QiaarteTStatr, 
Archory, and Rajl and Chain on the first 
side, and Swoidfigh! 2, Pike Staff, Cross- 
bow and Axeman on the other. 



repetitive in alt the six combat events and 
isn't much belter in the shooting contests. 

The six combat events are basically 
just a matter of the two players, either both 
human or one computer , standing loe To toe 
and beating the pulp out of each other until 
torn runs out or one of them gets knocked 
out. Time is measured by a burning candle. 



SECOND OPINION 

The events look amazing, but I'm 
afraid the gameplay is very dreary. 
Even hardened combat-game freaks 
will feel disappointed. You'll load each 
of the events once just for the graphics 
and m usjc, but J don V ihmk you V 
actually play any oflhem much, 

AW 



Ail the events take place 
beautifully detailed backgrounds drawn 
with superb me of colour. The participants 
are delightfully animated using many sepe- 
rate frames ol action and manouevre. Not 
only that but the background music is 
varied, atmosplfceric and enjoyable. So if it 
looks so good and sounds so good why isn't 
it the Master game you ask? The answer lies 
in the gameplay, which is very similar and 



THIRD OPINION 

Great graphics, but I'm not really that 
mterested m healing the whatsit out of 
someone on a computer screen. 



while the hits on the fighters are registered 
by disappearing roses and shields. Even 
short fights last a long time, so those with 
plenty of stamina will survive the longest. 

The archery and crossbow contests 
require more skill, shots are aimed using a 
cursor, which tends to wobble about to 
make things difficult. The** contests are 
also against ihe clock* sorry candle, and lor 
all events the more hits you score the more 
points you get/ The high score lor each 
event is shown 6n a menu, and is carried 
over when you toad i new event 

It's a shame there isn't more variety to 
the gamfcplay but the graphics, music and 
humour will keep you interested for a while 
- and beating the tar out of someone in a 
two player game can be mosl satisfying. 
Pun lor a while but will soon lose your 
interest 

FIRST OAT TARGET SCORE 

Beat the computer at the combat events 
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THIHB OPINION 

I ne ver Mk&d this sort of game anyway, 
and this example is certainly not qolnq 
to change my mind. 

WIN 



your freedom. Unfortunately, right from the 
atari you are faced with fighters who are 
incredibly difficult to defeat, Thero may be 
a trick to beating them which I haven't 
found yet, but it's prelty obscure if there is. 
You can hack, lunge. thrust p throw and 
charge as much as you like, but in this sort 
of pitched battle you'xe dead meat ewxy 
time. 

The only way L found of winning was to 
get a couple of early hits in and thai* k&ap 



The weapons arc supposed to affect 
your performance and tactics in a fight, but 
Li will take you a very ]ong time to hnd out 
how because the difference is not at all 
clear. They all look different as you swing 
them around in the arena, but that's just 
about aU. Your opponent is fairly conven- 
tionally armed to start with so at least you 
can have even matcft on thai score. 

Once in the arena you have lo win 16 
fights before gambling on other games, the 
aim being to gain enough money to win 



P- Luge choice of weapons. 

fe- It's certainly a tough challenger 



N 



w s 



Not enough variety in the action. 
Very difficult to get anywhere against 
the computer. 

* Action for lilts* misses and blocks isn't 
clear enough. 

> Not really much different to any other 
combat game. 



running away front my opponent until he 
keeled over from exhaustion just before 
me. The arena ts shown in pseudo 3D but 
most battles occur pure ly in 2D_ 

The fighters are quite well drawn h but 
it's usually difficult lo see exactly what's 
going on. The arenas change and can took 
quite good, but are always very yellow 
(£and probably) , The action itself is very 
tcugh but not really much different from all 
the other combat games that have come 
and gone before it. Nothing special Fm 
afraid, and bound to cause plenty of frustr- 
ation with countless deaths, 

aw 

FIRST BAY TJLRGET SCORE 

Beat one opponent 



GJtEEN SC10EEN TlfeW 

Can be hard fa telJ who T $ landing; the ^ 
hits,, but l ean 't JE&aily say Fin bothered. 



GRAPHICS 


60% 
34%, 
41% 

35% 
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STAVING POWER 


A A RATING 






SOCCER 86 

larici els Acti vision, £9.93 tass £14 93 disc, 
joystick or k^v^ 



There are several football games already 
out on the Amstrad, so Ihis offering from 
across, the Channel has plenty of compe- 
tition - most notably from Ocean's Match 
Day. lf» a simulation along similar lines in 
Which you can play six-a-side football with 
four of Europe's top nations on a horizont- 
ally scroUing pitch. 

The pitch is about four screens long 
and scrolls r&th&r jerkily as the players 
move about, The only markings are the 
goals, con ire line and the sue yard box. 
Each leam has five outfield players and a 
goalkeeper , and their are four choices of 
team; England, France, Germany and Italy. 
You control the outfield player who is 
either in possession of or nearest to the 
ball. The goalkeeper is operated automati- 
cally and u? good, but nol perfect. 

You can play against the computer or 
against another player, bur you are limited 
to one game since there is no cup compe- 
tition system. The computer opponent plays 

rnn 'cad 




ide.hii.^i. AMSTRAD ACTION SEPTEMBER 1936 55 



well but, as with all these games, it is bes- 
played with two players. The computer can 
be set at different $1611 levels but a bit of 
practice should master any of these 

The five outfield players are allocated 
power ratmga that determine their speed in 
the game. There are 100 unizs in all and a 
player can have a maximum of 30. so you 
can have the teams strength up tronl or in 
defence. On the pitch the controls are 
simple: Just directional for where you want 
the player to ran and the fire button lo kick 
the ball in the direction you^re facing, 



and you can*t run through' them. There 
aJso isn ! E too much skill involved - it's 
mostly just a matter of hoofing She ball up 
field and chasing after it. Passing is po- 
ssible but plenty of practice is needed 
before you can expect any sort of accuracy. 

I don't think there's much between this 
and Match Day, except that this doesn't 
have a cup competition or as many options 



Quite good player movement (no 
colour clash), 
► Fun two player action. 

A reasonable computer opponent. 
^ Can vary the strength of the outfield 
players. 



SECOND OPINION 

Considered on its own merits this 
one's quite fun and pretty reasonable 
value. Put it up against Matchday 
though, and it looks a bit shallo w - £ 
Jbif too short on variety, r&ally. It's 
nice, but I'm not sure it'll last the 90 
minutes. 

AW 



The game recognises throw-ins. cor- 
nan and goal kicks (and goals of course), 
and also allows players to head the ball if 
they position themselves correctly, The 
teams change auds at half time. fcach game 
lasting about ten minutes. There's no un- 
seemly colour dash when player? overlap 



E 



W S 



THIRD OPINION 

I'm not that into football any-jvay, let 
alone a small-screen version* so I 'm 
afraid this one left me a little cold, tfot 
enough action for me. 

MM 



as the Ocean game. If you haven't got 
Match Day and fancy a football game (with- 
out colour clash) then this is better than 
most. 

BW 

FIRST DAY TARGET SCORE 

Boat computer by 3 clear goals 



GREEN SCREEN VDEW 

I'm over the moon abour tfw * visibility 
OH this on j?, Brian. 

AW 



fr- Mostly just 'kick and run 1 . 

Match Day is better despite the colour 
clash. 



GRAPHICS 
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61% 
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Mah Jong 

Liflsoh. I6.9G ca&s joystick at keys 



This classic Chinese tile game isn't one you 
expect lo appear as a compute; gajrue - but 
this new software house has come up with a 
version that may interest anyone who can't 
gel together a £pt*rst*me for the real. thing. 
If* a one player game with ihe computer 
playing three h&nota against you. 

The first thing to be sejd is that this is 
definitely not a game for the newcomer to 
MEah Jong, li is possible to w^rir out what is 
gohtg on bom the instructions and ths 
screen layout, but U would be painstaking 
and unrewarding. This ii because the gap* 
is text Only and lacks a txonprehottsive 
jlnstrticuon booklet for the beginner. How 
ever, for anyone who knows how to play 
and just can't gat four people together if* 
absolutely perfect . 



Chows, Pungs. a^d Kongrf, iaicuig a file from 
the wall or -last discard, de<3ariftg Mah 
Jong, discarding and viewing what the 
other players hive declared. Above this 
menu hne yoat haad r the main part ol 
the screw being usad to show the whole 
discard pile In il grows. 

The computer plwyera are good, and 
yettll have no problem continuing very 
long series of games as the computer also 
keeps track of the scoring, to recognise* 
special hand* and concealed Pong* and 
generally can't be faulted. 




SECOND OPINION 

/ ve never played Mah Jong, and 1 can 
back Bob up on one thing - jf cortamly 
is unplayable unless you already know 
the game, The problem isn 7 so much 
the program itself as the impenetrable 
set of instructions. More care here 
would have opened the game to a 
much wider market 

AW 



The computer handles all the com 
plicated layout of the game so that you jam 
have to worry about playing your own 
hand Alt (he tile* are denoted bf a two 
digit/letter code, (or example B6 us bamboo 
six and CD a green dragon Onoe you're 
famtitar with that the action is fairly easy to 
iotfow. 

Their is a menu of instructions at the 
bottom of the screen that allow all the 
normal choice*; including declaring 



THIRD OPINION 

Mah Jong is m classic game,, but it 's also 
a social occasion, This version would 
be useful for practising though, and 
then you could really amaze She local 
Mah Jong circle. 

MN 



This is a great product for someone 
who's played Mah Jong, even though the 
screen display is unattractive Fox the new- 
comer it'* much mere confusing since with- 
out having played the real thing all this talk 
of tiles and wails and so on will be com- 
pletely baffling It's a great game so if you 
want to find out more just borrow a real set 
to Learn the rules, then you can visualise 
what 's going on in the computer version. 

The game is available mail order from: 
Liflsoft, 52 Garretts Green Lane, Yard- 
lay, Birmingham B26 ZHP. The ratings 
ate from the point of view of someone who 
can. already play Mah long. 

BW 

FIRST DAY TARGET SCORE 

A positive points total 



GREEN SCREEN VIEW 
loses nothmg at all but then it wasn't 
axactly a graphic masterpiece to start 

with. 

AW 



0 0 



H E W S 



► it's a me player game, 

* Tfce three etfmpatesr hands play very 
welt 

* The program recreates the game very 
accurately. 

► tfyott know the rules ifi very easy to 



> Extremely difficult for a beginner to 
get into. 

► The ail-text display makes things 
hard to visualise. 



GRAPHICS 






SONICS 


5% 




GRAB FACTOR 


65% 
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14*/* 
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20% 
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DO PPLEG ANGER 

A i Men Edfia • Al I jg^ta . £2 -99 t a sl | a yr, tic k or k r ys 



Another game that uw it* first incarnation 
4* 4 full pnw title and is now experiencing 
a second lease of life at a budget pnco If* 
A 2S room arcade adventure featuring a 
sorceress and her aJf«r ago. both erf whom 
you have to control . 



SECOND OPINION 

Its not enormous I'll grant you, but 
what there is of this game is good stuff. 
There 'a quite a bit of originality to the 
gameplay, and that price is pretty 
appealing. 



The 25 rooms are in "frometr ic' 3D and 
are conr,flc:T$d by a number of doorways 
Hrhfe different coloured Crainea. The sig- 
nificance of this is that the sorceress can 
only pass through some of the doors and 
herr alter ego through dthfers. This mean* 
Chat you need to use both characters to 
complete ih* gartMfr h 

THIRD OPINION 

Controls are difficult, and its a small 
game but the graphics aren 't bad and 
us a nice idea Not bad for the price. 



The task is to colled various ingot* o! 
gold, silver and bronze and return them to 
the location where the two characters start. 
There are plenty cj probiema along the 



way; including locked door* (or which you 
need a colour coded toy, energy sapping 
spiders, monster heads and other thing* 
which can be stopped wiih particular ob> 



iects - which object* you have to discover 
aa you pity. 

Many things sap the energy of the two 
characters, bat energy can be replenished 
in Ihe right room. The graphics are plea- 
sant and atmospheric and. although the 
game is quite small and not too com- 
plicated* it provides some fun and 
challenge for a while. 
Definitely good value 
aa a badejoi title. 



> 



Sorctrcu and 
alter ego in the 
stortmg room 



> Good graphics. 

* Use of two characters. 

► Some pnszltag and exploration 
needed. 

* Much bcttei ralae at £2. 



GREEN SCREEN TSEW 

Colour coding problems on Ihe doors 
I'm afraid. Still playable, but only with 
difficulty, 

AW 



E 



f> Not vary big or com plicated. 
■>■ Character movement can be 
awkward, 




AMSTRAD SHUFFLE 

Alpha-Qiaafa/CRL E4.9S cass, keys only 



At £4.95 Ihi3 game is neither one price nor 
the other, which is a shame because it 
would be good as a real budget title. It's a 
completion of seven games of Patience and 
a game of Blackjack, which toad in two 
sections. The first aide contains Column ¥ 
Clock. Row and Pairs Patience, and the: 
Second has Carpel, Raglan, Sultan Patience 
and Blackjack, 



SECOND OPINION 

!i £ quilt niculyprcst nted, bait's 
reaUy no match for the real thing, half- 
price or no, Buy a pack of cards and a 
good Pa tience book and sa re Arnold 
for Slarstrikc 11 

AW 



The seven games of Pat:ence arc ah 
fairly well known, but for those who aren't 
farm liar with them there are instructions on 
how to play them. Each one is played on a 
single screen with an appropriate green 
background and easy to identify cards. In 
all the games the computer does me hard 
work of shuffling, dealing and moving 
cards around, leaving you to decide where 
the cards should go. 

AH the games are well laid out and 
easy io follow and every bit as brain calm- 



ing as Patience games usually are Black- 
jack can bo played by one to three players 
with the house as dealer. It's played exactly 
as m a casino, and the house certainly 
doesn't let its money go easily. 



THERE OPINION 

As far ast'm concerned, if you want to 
play card games buy a pack of cards. 

MN 



The key question is - why buy this arid 
not a much cheaper pack of cards? The 
mam thing it's got going for it is thai you 
don't need the space for laying out all the 
cards and there's no danger of having thorn 
acatlered all over the place. It also stops 



■i*e^iM 



Tho clo<k OOtl*«C 
Loycur 



you cheating, which I've always considered 
half the fun of Patience, after all who's to 
know? Not a bad little package of games 
but I'd still like to have seen it £2 or £3 
cheaper. 

BW 



GREEN SCREEN VIEW 

the red and black of the real 
thmg, myPOtf - but you can stUi flail Abe 
cards apart okAy 

AW 





GOD 


D 


N 


E W S 



P- Seven games of patience and 
blackjack. 

► Good screen design. 

i* No mess and aU the hard work done 

for yon. 

► Very soothing. 



B 



► Except for Blackjack you. could play 
them all for Ihe price of a pack of cards. 

> Yon can 1 ! cheat! 
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EWS POWERPLAY PREVIEWS THE VERA C* 



Powerplay 

Arcana is a new name in Ainstrad software, and from what 
weVe seen of this first game it could quickly become? a big 
name. The game is very loosely based on all those Trivia board 
games, but uses the Amsirad's facilities tar better than previous 
quiz games, 

Instead of just relying on a bunch of silly questions to hold 
your interest, there's actually an absorbing game here too. It 
takes place on an 8x8 grid of squares, each in one of five 
different colours, four of which represent different subjects and 
the fifth a special square. Two. three or lour players can take 
part, and the more players the better the action. 

Each player controls a team of four warriors who start the 
game in one of the corners of the board. The warriors can be of 
four different strengths: Hercules, Cyclops, Minotaur and Satyr 
in ascending order of power. On each player's turn you have to 
answer a trivia question on the subject of the square your 
selected warrior is currently standing on* You're given four 
possible answers, and if you get it right then the warrior can 
move one square. 

The aim is to destroy all the opponents' warriors by trying 
to move onto their square and thereby challenging them. The 
challenge is resolved by the two players trying to answer 
another question, the winner being the one who gels it right 
first. The loser has his warrior demoted a level and destroyed 
completely if it was already a Hercules. 

Points are awarded for getting questions right; mom points 
being given for the harder questions set when a war 



the form of one of the stronger beasts. Enough points allow a 
warrior to mutate into a more powerful form and therefore 
increase survival chances in challenges. 

There are four ready prepared batches of questions, each 
containing over 900 questions. These are very cleverly put 
together and organised bo that even if the same questions 
recurr the game still retains its interest through the need for 
tactics and speedy response 

There's also a very slide question compiler that allows you 
to put together your own question sets, and is easy to use. The 
version of the game we looked at still had to undergo final 
testing but the combination of excellent graphics, good ques- 
tions, multi player action and tactical gameplay make this look 
very good indeed, It's a mile ahead of other trivia games so far 
and should prove the producers right in their aim of a big 
Christmas hit. 





arrior is in / .. m ~ —-^^f* JEW * * 
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RUZ AFFAIR PREVIEWS INHERITANCE PR 



Ittiogrames 

The French labels Ere Informal* que and Lonciels have 
already made their mark on the UK software scene and now 
Infogrames look net to do the same. Their first release, 
Mudr^pire, is an adventure that you'll find reviewed by 
the Pilgrim this month, bat is being followed by two Other 
products, The Vera Crux Affair and Inheritance. 

These aren't adventure games, but they can't be de- 
scribed as arcade games either, they're a very original 
combination of the two that should stir up a good deal of 
interest* The copies of the games that we looked al were the 
French versions, but the English translation b are well 
underway. 




Inheritance 

This is another product Utat re- 
ally stands out fox originality, 
both in presentation and game- 
play tt'i a three-part que* I, the 
goal of which is to inherit your 
Aunt's fortune by winning one 
million dollars in one night al 
Las Vogas. 

In the first part of ihc: game 
you have to get down from you* 
17th floor hotel room, avoiding 
various people that you owe 
money or possessions. The sec- 
ond part ta kes you 10 ihe airport 
where you have to got the flight 
to Las Vegas and the third part. 



various game* to make your 
million. The two latter parts ire 
accessed by codes obtained by 
completing the previous stage. 

In the hotel room there are 
a number of objects that you 
need to colled to help you get 
out of the hotel You can get 
down the 1? floors using the lifl 
and the stains, but (he iflhabi- 
[ants will get in your way as 
much as possible. They appear 
on screen, drawn in cartoon 
stylo and with animated mouths, 
delaying your progress until 
you give them money or the 



to piay ino coiihclouj^ci. 

Many of the inhabitants 
always require the same object, 
eo with repeated games you can 
find out how lo get rid of them 
quickly. Once again this should 
have a wide appeal since it's 
unlike any other game I've seen 
on the Amstrad. Watch out for 
fall reviews Oi the English ver- 
sions of the game and in the 
meantime admire the screen 
shots of the superb graphics that 
feature in those games. 





The Vera Crux Affair 

You are a Sergeant in the St- 
Ettcnne police force and have to 
deal writhe tricky case that starts 
out looking like a suicide and 
turns into something more sinis- 
ter. The investigation begins at 
the scene of tho crime which 
you have to examine for clues to 
Set you on your way 

The initial scene is depicted 
very well and provides plenty 
of atmosphere to get you into 
the game. Having examined all 
Lhe effects present you can 
move onto the next stage of the 




game, where everything is 
handled through the police 
computer. This isn't as graphi- 
cally interesting as the opening 
screen bul contains some ex- 
cellent facial pictures of the 
various suspects and witnesses 



Through the computer you 
can perform six basic tasks to 
get additional information or to 
identify the guilty party. Mes- 
sages can be sent to and re- 
ceived from other police 
bodies; statements can be ob- 



tained from witnesses and sus- 
pects; the tacts can be com- 
pared with thestatemenls; 
examinations made on the 
evidence or the body, printouts 
taken of information gained; and 
of course an arrest made when 



► 
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SIREN SOFTWARE 



1." DISCOVERY" 

"he tape-to-d rrarsfer program. T rangers *or>* r \ t tho 
luaders. al^rsBAS.C loadtsr^ to getprogran* ruinng w n- 
tiLl al:sr c -i on, "HIQH-V ^A T ED" Amtx! DiSGOVery does it 
ce^ fc acrcss ihe waes: range of garres. AA, -et 'M. 
■-probaoiy :he bes: y* the tape-'o-tlisk cop-ers." AA H Mar 86 
Feal j red iff the serous sottwa to cha ft, AA W arch S6 
On 464,66* 6i2S.D^scCn-99JapeC/.99 



2/*MA$TEROI8C"'*iEW» 

The on*y disk ul M y package you wii ! ever need this progrg m 
r ealydoes »l all 

IMAGE - make backups of your disks t nc, tunny mais. 
etc i 

DIRECTOR FDiTOH - unerase hies, shaw hicrtfin files, 
sec jr= 'lies, p.lc 

SPEEDFORM -Iwrma'yojr disks • ghtmngfass 
SBCTOH EDITOR - ccmp sectored tor 
DE PR C T EC TO M - DOC rc TP ct a Basic p ro g rs m 
DISK HEADER - dfep lay siart . len gth . type . eic of tiles, 
~£PE HE ADER as for disk deader. but tor tape, 

| TRANSHlE - transfer indiv-dua? dies from risk to tape or 

! disk :o ci$k 
DISKMAP - shows no* ii fees are sto-ed on disk. 
T VPEST V LE- JiSplay on screen ;>r printer a ny ASCII I te 

I DUMPRLE-& splay He *' ASCII for mat forconlenlsot a Jilt, 

! DISK - speed up yoor d »sk drive by ie 20%. 
Thi&dt£kdoe£r:aii' 
On464.664.61Za.OiSkonlyE12.S9. 

OVERSEAS PLEASE ADD £t OEJ FOR POSTAGE AND PACKING 



SIREN SOFTWARE 
76 BRIDGE ST 
MANCHESTER M3 2RT 
TEL 061 796 6874 
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SIREN SOFTWARE 



SELECTED 
AMSTRAD 
PROGRAMS 



CASSETTE SOFTWARE om 

TTTLE RRP PRICE" 

WINTER G AMES.^.^^.^ftS 7 J53 

SOMB.AOK A.tt *.G5 

YIE AR KUNG RJ„ __§,96 6.9S 

Df PLODWG FIST. „ m( .eL&5 7£3 

BRUCE LEe 7.S3 

BRU£E LEt ?£& 

10 COMPUTER HITS 2„.....-fl.ftS 7.50 

HAM3CL__„ - „J8.fl5 6.95 

DUN DARACH 7.25 

FRANK EfLtNO _ 

FAI FLIGHT. „ J&.flS 7.50 

H V PEftSPOR^S „ ££ S .36 

G ^E^J B ERET...._ , _8 .*5 6 . 9-1. 

3D STLNTR D EfL„... _fl .5 & * .55 

G£T DEXTER, 0»ft& 7.50 

ROCK 'N' WREST Lr 73C 

3D GRAND PR X— -fl.tt 7.50 

SPfTFiRE 40™ _9 + G5 7.5C 

BARRY tfcGU OAH-.- TM 

ALIEN HSG-fWAY ^JBAS 6-flS 

?.1QCtfJC3ESTA j,»s $50 

3 ct eur . Jl$* 

3E3MCON - 5.95 5.50 

KNIGHT LORE™, 7iO 

MONOPO_Y_.._ 9.95 7.50 

0. T HCM PSO\ SUPE R^„. H „e.* S 6,S5 

D-THOMPSO\ DeCAT^.,.,.8.95 6.95 

SOL D A MILLION __ % ,96 7.BD 

BATMAN , fl.« 5.S5 

TASWORD 4«4.......... u 1 13 . 95 10 .85 



DISC SOFTWARE 

-A SWORD ... 

MG©LEs.. 

SCRABBLE ™ 

3D GOXING.„ mmn . 

SOLO A MILLION 

SOLO A MILLION fi™ 

FIGHTER PILOT „ 

G^EN NODDLE » 

HYPERSPGRTS— _ 

ELITE. 

STUNT Rl D6R-™, 
VIE ARKUNQ FU._. 
MARSPORT.. 
SPfTFlRE 40 



FIRP 

?49& 
.13.95 

14i$ 
.14.95 

13.S5 

..13.S5 
..13.95 

.tlid 

,.12.95 
14.95 



OUR 

11. 9S 
12.95 
12.96 
11,55 
12.96 
1Z.95 
11.95 
11.95 
10.95 

'1.95 

10,95 
11 JS 

IS. 95 



PCW 

PHfMPH I - — 29.9S 23.95 

MJTGHHlKEftS GUIDE ,-28,75 22,95 

LORDOFTHERWGS^...„24 r 9S £0.95 

BALLYHOO- -_-.2B.7S 22.95 

ENCHANTER- „.^3.0G 19.QS 

PLAN ETF ALL ...23.00 19.95 

BRIDG E PLAY ER..., 1 9 95 1 ft. 95 

COLOSSUS CHE5S....„_..J5-9S 13,95 

G ERM AN MASTER _ 1 9.95 1 9. 95 

FRENCH Ml STRESS... ? 9,95 13.95 

ZOFK t™. mi m < ^ H ^23.00 19.95 



ALL PRICES INCLUDE VAT AND POSTAGE & PACKING 
lOvtiMH ordirs add CI p^r Fts*n) 
C'iSq^ss.'PO payai^s to: 

C & F ASSOCIATES 

and sgirf lo: 

C & F ASSOCIATES (A A), P O BOX 2 S B4DEFORD, EXS9 3RE 
Tel: (023 72) S19 

Ortfers no/^a^y dospatchod wtfcin 2-4 fmurs jfreco'-pi bul rnktMutn of 7 days. 




AMSTRAD 
RAND SAL 




AMSTRAD SOFTWARE 



MANIC MI*»EP 




:l-*ck a jack 


f2 W 


CA*iY GOLf 




_«T BOOT JAC* 


C2 =3 






• . :'■ =REa^H 




ATOM 


£2.50 




£3.53 


CEVS OF ST^JWS 


-■; ^ 




•I if 


' 


?: 


S^EVE DAVIS 5\O0«ft 


E5 35 




:- :: 


Vf3 • 


c< =:■ 


_ 




BOlHlTv 










f: so 


RING 0* DARKNESS 


:i ?: 


Q£l?f NAMg MA 1 




AMERICAN FL<rUAl,, 


:: 






7 . 


£4.95 


JEWELS «3F BABYLON 


Li 50 


C-iJCK'E £GG 


£3.9S 


FWS5T AT WORLD'S EN3 


::• ::• 


7R 


--3 3n 




i"2 IQ 


C^DrNAMr WAT I 


:s.&c 


hU^TEP ML: i 






£3.5C 


54BRE VV'JL" 


■ -■ 






F lift WAV 




V€*T0 t ¥ L 


■:a.5c 




- I E 


BlAEGGA 


$c 
















£2.K 


ESnOHAGE I5UU4Q 


=: 


SWiVHAJ. 


£5 SE 




:: :: 






5>i ^r, - v:r>M 


-: : -: 


H AL Of ARf-JOtO Ev^HCt'iVO-^D 


Z2 3z 




: i if-s 


WTBAU VjUUCEB 


E5 9E 


GflAMD PRlsc DRIVER 




Ltf-SV FRLTS 


F2.9E 


AM520LF 


-: i as 


BATTLE OF THE PANE'S 


EMS 


UASS*C A&VENltJfle 


=; 


TECHMM^TE? 




Hf ATr-RQW AT,C 


£: is 


4L0( HK333^iWJBL3 ?00L 


t*j^ 




: ■ ; ■ 


i._Ex iiG^KS iVCiRll SNOO^Ffl 


f i :^ 










^MyfJ* - iufi^ i^koiw in- kit 4 qwtti 


^^^^ 


> Tr= CCHE 


! ? S* 






£3.50 
CZ : j 






fiM 


IOG/C SALES LTD 


E_£"TftO FREDHHf 


: - : : " 


'.' • " " : - Z<hS 


£H9S 












Shekhana Computer Services 



eire-oi.. 

BOf/EJAC<— D? 

■*AP£q ftov-sa. 

CASCAt E 
EOti 



UUP 

AM 




G-JkhCCWM 

iminuii 

V. ... 
JACK THE MPPEPMS.. 

WSTERFU,™, 

yie as kljwg ru— os,..,,. 
senAWiE-oft., 



.*,95 

e.« 

e ss 

i.« 



MIM CFFKi 1 1 

BAStC— W U .« 

WAY OF T-C TISW— 

DESfRTflMS .fiL*5 

TAJ CET1— 0£™ 
A 2 V J'H -*EAD 

tHrATHf EUROPE 

R^rju^ft-ftj ,„,_- 

S»l-SOiZZY-C3 

flESCLE FRACTLUU5-52 «S 

.-lIG-V^Atf ENCGLtfTEft-Ol *95 

:AN HOThAMS CRC K£T __?.« 

.ir> "RAkD PRIX-EM o** 

ESP LBW PEN™.. 1t.SS 

PLAVEa _12» 

30 CYF.US CJ« MM 




UQWOPQLY— CS 

FAIP^GHT-OS.... 
T0WA4AW<— 02... 
G^EEN BEftP 4 "— OJ 



. 9 95 



NIC K r>_CC£ CQCP— ™ 

THE? -FTH AKJS--D2l.__ , 

ht t VT Cis "i hF va r*iC*-te _ 



OUi 

UK 

«.» 

7-W 
7.» 
7*5 
7.50 

ft. 75 
7.50 
7.» 
7.50 
22.50 
* 75 
4.» 
7.50 

7JO 
7.» 
■.50 
ft.75 

7.50 
T» 

7J5Q 
750 
7J» 
7*4 
575 
5.55 
7J0 

7J» 

7£i 
■■ 9C 
7*fi- 
t.?5 
7.55 
7.50 
7.5U 



SriO&U^-DS.....^.- 
lA?JER SENJU5^-&i_ 
SET 



9.95 

I4.W 

^9.35 

OOOMifyir 3 95 

KkGHT GAMES— tM |j$ 

900MSOAW REV£P«£-OE^^i S5 

i*T«A^*-Ot. 

iLA^(ATOfi— CJ 

sta;»uakc— 01 

3P TF JA-w JBn 

^QC£3 OP VEM08-02....- 

CLASS— COL ... S« 

&PLT7 Pf PsriNfiUT:£i-0a.._i.9B 
SAi COMfAT_..„„, ».» 

Fia^en pilot-c-i m& 

SWC?R1$ AND $0^ v€R r — 0? *-95 

LAST V* -2M 

rHEPPXEOBMASsCK. #J& 

6CUNDEP— Dl - — 

MOtflE— . . , 8.95 

STqHCFrCPCE WfflCn DS A« 

PRO 75liNl5-C32. Aj» 



EH BAS- 
ES* U£WT PEN-PCW 

UORQ OP TVC R NSSv-a^W_ 



.,79.95 



BATUA>*~PCVV VERS ON 

WC A* ATE -PCW VE^SKW . 



M 55 



2OR<j-flf»0flPCW 

?^Ft< CRPCW 

3€ADuNE-8i«0fl PCW 

5EASTALKE(W1« OR PCW 
PLA^ETFAU— Siaft OR PCW 

fc \1SH^rjftEfUft PCW _ 

BALLYHOO— 61 24 Ofl *CW„ 

ENChANTER-eia Cfl PCW„... 

SO^CEPOR-*™ GRBCW.- 

SP^ELL B4F a tE^-e t Jfl Ofl PCW._ 
S'ARCi»SS-ft1?A Oft PCW 

■susPENMD-eiaa o« p^w 



7.50 
12.95 
^ tv: 
7.50 
flj 
7.« 
0.75 
750 
S7f 
7W 
?H 
795 
7K 
7.5P 
6.75 
7.95 
2.99 
7.50 
7.50 
5.75 
7.*5 
7.94 



24.95 
24.95 
12,55 
lite 
HJt 

^ nji 

24 Si 

& t$ 

u*s 

-J 

Hi*. 

i* ;■ 
Z4 *r 

24 Vi 
£4«5 
24. «4 

24*5 



3=p- Vtfl5)C* AVAIL A RLE Dl cAT til Jl. 32«AT CI . Mr AT CI 1 «. ^A.Af n 7iJ 



6f lft ft' 



TOiAAJLomefl ciiQiPOPAvAax ro 

SCB {MJP.O.BaKWLOMHHrtlSLfk TmPHOHEAWtlf^ 
P.P1NCLUIXDIHUK €V*OFEA£}0£t PER TAPE €L$£m*EflEATCmT S Ai FCHPilt (_ftST. 
if ipuwAI ahfi ia pJ<A up -pw AcoiirtttolhmyriiHi Mng tioogM «dw! to : 

EZg <NEARGOQDOE ST TUBE 5TN >OPCN f DAV£ A WEEK (0 » AW - PU , 
*SBB ACCESS AND VtdA HOTUME PttA5Ef*hQ fti *3i «ur > J 

CREDfT CARD OWHEHE DESPATCH EO 5*M6 OA* - SuftJfcCTTO AVAiA^I^TY. 

-fQft m V* ftPLPASeS PLEASE AftMQ ft> COMFMH/ttUiLJWLf iT 





^^B 9 ^ 



tetrad 464/664/6^8 



£8 95 

^ * the registered ^^^ech House. 






COMPUTER GRAPHICS LTD. 

SPECTRUM - COMMODORE 64 - AMSTRAD - 

'■: "NODES OF VESOD" IS A COPYRIGHT Of B.T.PLC 
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X 

01-240 9334 
INTERNATIONAL 44-1-379 6755 



SALES 01-379 6755 



PREVIEWS STAINLESS STEEL PREVIEWS 



you think you have enough 
evidence. 

There's plenty ol investiga^ 
ing and deducing to absorb yon 
here. It's difficult to know earact- 
ly how it wHi play in English (my 
French isn'E that hot!), but it's 
certainly different to anything 
you'll have before and will 
really put your powers of de- 
duction to work. Should have a 
wide appeal to both adven- 
ture n? and ar^de player* alike. 



Qrw of ttie 
printouts- of P 
wiped iic!^m*rr 
In the Vera Cn/r 
Af'atr thesr 
picture or r 





lecherches 
5I~£TIENNE 



GEHvARHERIE RATIONALE 
AUDITION 



LAFEUILLE Nad me 

nee U 1-E.SG a UflLENCE <07> 

dHW-urant 3 rue BaJay a ST-ETIENNI, 

— Je suis yne ante d'cnfance dt vera 
CHtS. J* Fai rwo*ntr« la vtille de 
son rieces> El!e n J a dit vu'ell* en sa 
vatt iroF sur ume uU affairs «i a? 
wit p*ur d J vn certain 'naBouche' , 

■ ■ ■■ L, I . ji Mi iii ii i iLi i II i n i iL'aj^jif i . 



ne«agt„. 



C - conparaison 



Stainless Steel 

Fresh from their hit with Equinox Mikro-Gen's latest game is 
based around a 'teenage hero 1 . Ricky Steel. The version of ftie 
game we ware sent was still some way off completion, with one 
of the four main game .sections still to be added on and several 
other minor alterations to be made to the existing sections. 

The four sections of the game involve you in first trying to 
locate a flying car s using it to cross a hostile desert h Dy down a 
waterway on a submarine hunt, and then trying the unseen 
fourth section. Each section consists of a route a single screen 
wide thai is viewed from above and scrolls as progress. The 
first one; i£ completed oil fool J long a roadway, pitted against 




4 



helicopters and tank defenders. You can move forwards and 
backwards along the route, which is well drawn but lacks much 
use of colour at the moment. 

The second and third sections are faster and tougher than 
the ftfst, with the flying car being harder to control than the 
walking man. You encounter enemy missiles, planes and 
obstacles that have to .be shot down or avoided to continue 
making progress. Again these stages are pretty much single 
colour hut have some good graphics, On all three stages there's 
a radar scanner to indicate progress and the problem* 
approaching. 

Although the use of colour looks uninspiring at this stage 
the gameplay already looks Like it's going to be fairly addictive 
and tough, Fast action, shoot-em-up fans should keep an eye 
open for the full review coming soon (we hope!]. 




HE LIC HOP PER 

Firebird, £1.99 cass, joysTkk or keys 



Not one of the more original tit I a* I've aetsn 
lately and urtfortunalely the same can be 
said of the game itself, It's a one screen 
effort in whjcii a helicopter has to rescue 
clones from various swamp creatures. 
There are 23 waves of creature so the 
opposition changes even if nothing else 
does. 

On ihe left hand side of the screen are 
a number of ledges and in the bonom nghc 
is a man standing by a fence. Your helicop- 
ter appears roughly in the middle of the 
screen and has to fly down to the fence, 
pick up the man, and then drop him off on 
one of the ledges. Several men have to be 
deposited; how many depending on which 
level you're on. Trying to stop you arc the 
various creatines that appear on each of 
the £3 levels, 



SECOND OPINION 

/ find it hard to believe this comes 
from the same house as Thrust. The 
game is absolutely diabolical, no two 
ways about it. Puny graphics, pointless 
gameplay an d feefjfe sound affects 
make tins the sort of thing that gives 
budget games a batf name. Avoid, 

AW 



These appear from the edges of the 
screen, some following fixed movement 
patterns while others move around aim- 
lessly - some even home in on the helicop- 
ter. You can bomb them if you can get them 
underneath you, and you have art infirdte 
supply of bombs to blast away with. 

Each screen has id be completed 
within a set lime limit, and every time the 
chopper hits one of the creatures or sinks 
into the swamp at ihe bottom of the screen a 
lile is lost Most of the screens are fairly 
easy* though there is the occasional one 
that needs careful tuning - but with a little 
practice even these won't hold you up for 
long. 




Night fighters tn 
your sight* 



Not very inspiring at all, with very 
crude use of graphics and colour, and 
boring gameplay that won t interest anyone 
for long. The best thing about it isthe 
loading music and screen. 



FIRST DAY TARGET SCORE 

Screen 23 



BW 



GREEN SCREEN VIEW 

You can hardly s&ma of the 
nasties, but that's a small price to pay 
for getting rid of these revolting 
colours, 

AW 




THIRD OPINION 

ou most be jotting. 



MN 



N 



P- 23- screens of various creatures to 
beat. 



8 



P- Crude graphics anil colour. 

► Boring, repetiti ve game play. 

► Not even worth £1.99. 

P- Monotonous game sound* 



TRASHMAN 

New GeneiaiiGtv Vitt|irL f7 95 cass, joystick at keys 



It's been a long wait tor the conversion of 
Do* game, which j* all about the problems 
faced by Britain's bin men. b involves a 
never ending battle against Ihe hazards that 
ti e in wait in what at &*t Menu to be a quiet 
suburban ttreet. 

bttitaBy you're tet the task of emptying 
five bins ui a single *tr**i before the bonus 
time Kmif run* oat. The screen shows a 
vertical roadway with detached houses on 
either side. Each hotJ.se ha* a gate and a 



I 



SECOND OPINION 

Very srniple and quite- old, hunts 
nicely done. The time limit's quite 
rough, and ihosc dogsll drive you up 
(he wall. Nothing to get excited about 
VU admit, but quite fun. 

AW 



GRAPHICS 



SONICS 



GRAB FACTOR 



STAVING POWER 



A A RATING 



32% 
34% 
13% 
St* 



Mi 



NIGHT GUNNER 

Digital Integration. £7.95 cass. f 13. 95 disc, 
joystick or keys 



Don't be mislead into thinking Ihis is a flight 
simulator just because it comes from the 
people who brought us Tomahawk - it is in 
fact just a shoal-em- up, bomh-em-up. 
strafe-em-up arcade game. It puts you in a 
Lancaster bomber that is set a series ol 
missions deep into enemy airspace where 
it will have to cope with both air and f 
ground forces. 



path, on which is placed a dustbin waiting 
to be emptied. You control a little stick-man 
bin-man v*bo has to get Hie bin and empty it 
into th$ back of the waste lorry that slowly 
makes it? way up the left hand side of the 
road. 

After emptying, ^ach bin has to be put 
back in place before moving onto the next 
one. Bins have to be collected from the 
houses on both aides of the road, and the 
ones on the right hand side are particularly 
hazardous because you hart to brave the 



SECOND OPINION 

Digital Integration might be 
respectable simulation publishers 
these days, but onec upon a time they 
turned out silly arcade games tike this 
one. Why they've chosen to convert 
Night Gunner now / really don 1 know, 
because it really creaks, ft 'j fun for j 
few minutes, but it's not wo-rth 
anywh &ra near £7. 98, 

AW 




Each mission begins with a flight to the 
target in which you have to battle enemy 
night lighters and barrage balloons. Your 
view is out of the gun turret and a cursor 
guides the machine crum bullets around, you 
have limited ammo and you'll n&ed ID save 
some lot the flight back. Meanwhile the 
enemy is scoring hits on you whsgh gradu- 
ally build up and can prove fatal. 

Once at ihe larget you're set one of two 
types of mission, a high level bombing run 
or a rockel attack. The bombing run gives 
you an overhead view of various ground 



You'll he asleep h 
charge of this 
keli canter 



t ^^ 1 ■ 

■4 1 - - 




vehicles including tanks, lorriea. tracks and 
artillery. The rockei attack shows the veh- 
icles in iron! oi you as you dive, release the 
rockets and then pull up to avoid crashing. 
Al first the vehicles don't move, but on 
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danger* of the traffic. You can even be 
feilled by your own waste lorry tf you're not 
careful. 

Each house ts drawn in psaudo 3D with 
gardens, garages, and hedges; and if you 
avoid trampling on anything the Mouse- 
holder appears at the door ju you're leav- 
ing. li you pop in through ih<3 front dotfr 
you'll get extra bonus time and a very old 
and corny jofee, If you siray onto the grass 
at some house* a dog comes out and bites 
you, earning you to Jiti^, Thi* nu*** you 



travel slower, a* doe* carrying a laden bin 
as opposed to an empty one. Other dan- 
ger include bicycles that race down the 
footpaths and citt alito alow yos down if 
they hit you 

If you suecesfuily get all the bins empt- 
ied then you havt*; to tackle another street 
with more: bins and more hazards; bins are 
piaced in more awkward places bikes and 
doqs appear more frequently ; c-irs travel, 
nearer the *dge of the road and grass 
verges appeat on the footpaths 



The graphics look quite good although 
the 3D is wrf i^^nvijici»g, and better use 
could have been made of Arnold's cs^gafi'; 
The gameptay i* quit* addictive, with wfeat 
is still a novel and origuud task It's a 
the game waint converted sooner, but now 
it's here it a certainly worth a loofc. l^^p 

FHtST D*Y TMIGET SCOIU: 




later missions they do, so you have to fire 
your weapons ahead of the target to score a 
hit. The same happens on the machine 
gunners screen where the tracer has to be 
aimed ahead oi the moving target. 



THIRD OPINION 

Good for xomm mindl&ss zapping. JUld 
it's idee the way the tracers curve 
ihrougii the sky. At around £2 it might 
havebeeto worth it, but it TttHy JS 
overpriced at £7.9S. 

MN 



Alter the bombing run you have to 
survive the trip back home, and the plane 



may take more hits on specific areas which 
can affect its handling. Survival means the 
plane gets completely patched up and sent 
ofl on another tougher mission . 

The graphics are very colourfully done 
with some good planes and vehicles, and 
some equally pleasing explosions. The 
gamepky lends io get repetitive very 
quickly so you'll need to be pretty mindless 
and bloodthirsty to stay with it for long. 



► Some good multi-colonred plane an d 
vehicle graphics. 

fr- Lots of explosions, things to shoot and 

loud bangs. 



B 



s 



FULST DAY TARGET SCORE 

10.O0O 



GRjeOt SCREEN VIEW 

No problems h#/e> . 



BW 



^ Repetitive so you'll quickly lire of ft 
P- Apart bom the plane a and vehicle* 
there's not a lot elce tc see. 
fr- Never much Impression of 
movement* 



AW 



GRAPHICS 
SON ICS 






GRAB FACTOR 


55%: 




STAVIWS POWER 


44%; 


mm 


A A HATING 


49% 


mm 
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664/6128 
Pokes 



,88,21,74,2? 

» DATA 36, 15, 23, 34, Mi 2* i« 
,21,11,41,11 

II DATA B!, 34, 1?, #4,1)1,21, 41 
,«,e5, 21, W 

H DATA bb,*5,2l,3* ( K,»5,2l 

,if f n,*Vi 

61 DATA bb,l2,rS,f 1,21,^5^7 

,11,(4^7,^3 

7t DATA c9 

n rehory mn 

« LDAB" 
1H CALL HAM 

III LOAD"", KIM 

121 FOR i-MEM TO HE42 

131 READ at 

Ml POKE K^AU'f+ill 

151 HE IT 

Ibl NODE 1 

171 POKE IIEIF,25? 

EM CALL IK13 




Here me we tip* for 
Imagine a stab-tnvup ffo»fr 
J(?) Lawless of Ca.brn in 
Ireland, Usiag tfcen yea 
should be able fa ge* A Urt 
further into the game- 

First some general tips for 
ail the levels, followed by 
detail on leva!* two *nd three 
IJfever stand at the* Very edge 
pf a screen. 

JJJf you tee a Coirunaadant 
(blue ustfoxm), position yourself 
by the bottom oj the first tedder 
he will eome to t If he is not 
already on the bottom level he 
will climb down and you can 
stab him to get his waapo n , 
&Onty C^rnmanda^ts and pifie 
Carriers follow you around. To 
beat them off. j ust .-climb a lad- 
de^ lie down, and krtife them is 
they oome; after you. 
4-if th« enemy is right behind 
you, run right. As the screen 
scrolls jump left over their 
heads, Faoo right and, if you 
have a weapon, bSowem away. 
SJi you have a weapon don't be 
miserly with it. If you are dose 
To the tight hand edgd of the 
screen when you tire it, if will 
scroll wifli the screen and yon 
get rwice the killing power . 
8Jf yon don't hava a flamethr- 
ower at the end of the fast ]erel 
than he down and stab the 
enemy, 

?*Karate troop* a*e a real paki. 

— i— ^ in ,, iiiiimmn 



They are dressed m green arid 
brown with black hate. Jump up 
of lie down and etsb to IdU 
thorn. 

SJf you are on the 2nd. Srd or 
4th levels try to get on one oi 
the higher platform*. Get swo 
enemy troop* running along 
below you (one will do, three is 
a gift)- When you drop down. 
feHow them aJoug since only 
three fcnerny tfoop# appear at a 
time except at the end of a level. 
This way you will easily get to 
(he end of a teveJ. 
fie^l ?:At the end of this you 
come to ^ submarine, Lie 
down in the centre of the 
at+tfeen, or slightly left of centre, 
facing Igft Fori* dogs wili come 
after you You must lie down 
and slab these because ihe 
rocket launcher is useless 
against them When the« four 
are dispatched tniti light *md K 
still lying down, kill another 
four dogs. Repeat this twice 
more. 

Level 3sThis is very tough. Tsfcs 
a step or two right/ Jump itft 
over the mine and climb on the 
■wall. If you fee a rifle Carrier 
throwing a grenade (youll hear 
a warbiiog noise), jump at him. 
On this tevel it is vital that you 
use your bazooka when two 
men are ah&ad of you, 

When ypii/^onie. to the 
fence get iip on to ci as fioon as 
possible because, it's much 
easier up there. At the end you 
come up against a small helic- 
opter that 1 k v* yet \o beat. 



Sabre Wutf 



1 Nomad 

' -i PAT A 21,3a,22,3i,M^$"$t 



1 ^4,2t.%22 

20 DATA 36.25,23,36, 9a ,2:, 48 

,Jf,ul,e5,2l 

II NT! 2l,2c,W,SM*i23,?* 56 n*:* &fi,E,eM^&ie5*i' 
,lF,23,3A r ll .LI. t»7j p3 

21 DATA 2l,t3 t %,34 ( W,c3,U W WH 



Poke methods 



This is the section where we 
explain how So input the major- 
ity of Che&t Mode pokes. There 
are two different methods - the 
instructions for each poke tell 
you which one to use. If you 
have a 664 or 6126. you ll have 
to type I tape before using 
either. 

Method 1: Make sure that 
you've rewound the game tape 
to the beginning. Now type in 
the poke listing. Then type RUN 
and press the 'Enter' key. (Don't 
use the key marked 'CTRL 1 or 
'CONTROL 1 , that will stop the 
poke from working ) Press the 
PLAY key on the cassette deck, 
and hit any key on the main 
keyboard - the space bar will 
do nicely. The tape should now 
start to play through in the 
normal way. 

Method 2: For this method, 
you have to skip the first bit of 
the game program. To do that, 
sfart by rewinding the game 



tape to the beginning. Now type 
in the listing. Then type CAT, 
and press the 'Enter' key, Slart 
the tape by pressing FLAY and 
hitting a key, and then watch the 
screen. 

After a little while you'll get 
the message eL Foynd 
SOMETHING block 1". It doesn't 
matter what the SOMETHING ac- 
tually is - this will vary from one 
game 10 another- If the instruc- 
tions with the poke just tell you 
to skip th£ firs* block you should 
slop th£ tape hero, n the irtstruc 
tions toll you to skip several 
things, stop the tape when the 
'Found' message comes up for 
the lest thing you're trying to 
skip. 

Once you've stopped the 
tape press the ESC key. type 
RUN, and press the 'Enter' key. 
Now press PLAY on the tape 
deck, and hit a key on the key- 
board to start the tape running. 
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73 flEflORY i'Mi 

80 FDR n»AF£U TO WE" 

93 R£ft3 at 

103 rOK£ x,MJ'V+ai> 

tie mi 
i:z lOad"" 

iZi CAu i'M 
140 u(JA]>" ! %i2B4a 
ill :hU 

Batman 

,31,21,40,22 

28 5A7A 39,(3:7^4^21, ii, *3 

ja.is,f2,tr 

38 DATA ed,D0,2l.<3. 33,^.2; 
,0a.bb,e5,2l 

a DATA F:,3l,t5,2i,lF,bi,eS 
.21. bo, 82. eS 

5fi DATA f 1, 2 J , f?, b7, 1 i f c4,t-7 
,F3.c? 

63 « v - ■ .?3» 

73 FDR i=t*Jt30 75 4Bt34 

36 READ tt 

98 mi >,VALi*i'+a*J 

lit HEn 

118 LOAD"' 

i2b call l5aw 
133 \mz 

140 CALL 
TLL 

13 DATA 21,8^,98,36,33 
23 DATA 2l,a2,a6,36,0B 



33 MTA 21 p c8,a8, 36,88 
43 DATA 21,^,19,36,33 
58 DATA 21, 7a, 91, 36,88 
68 BAT A c3, ^,37,21,77,22,36 
• 25 j 25 , 34, e2 

73 DATA 21,40,23,11, 48, 80,11 
r 3d,B2,etf,b8 

S3 DATA 21, 43,33, e5,2i,li,bd 
,85,23,34,32 

93 DATA e5.21,lf,b),tVli*b 
,32 T t5,fJ,23 

188 SA7A e5 ( b7 f U t d4,37,F3 f c 
? 

118 NEMufti 12838 

128 L0A3" 

1*8 MODE i 

j46 CklL L3C6A 

158 LOAD "",423 "8 

168 m *=HF40 TO 1BF3* 

173 READ ii 

m mi *,vfiLi •i**a§> 
in h£n 

200 Cfi L L 6*F5i 

Jet Set Willy (TSAM) 

13 DATA 21,25,22,36, 73, 23, 3* 
,6a,2i, 40,23 

28 v^Th i i, 43,38,81, es.3l,« 
,00,21,48,88 

38 DATA e5,2j t 8£,oti.e5,;i,ei 
,3l,e5,21,lf 

48 BfiiA bt,a5i2UD0,32,e5,Fi 
,21,e5,fc7,ii 

•tt DATA fl4.&7,r3 t e9,2i,i>7,$7 



,36,38,23,06 

63 /DATA 03,23,36,11,23,36,75 
,c3,66|4d,f5 

70 CAT A cM?,bb,Fe,0d,ra,33 

,54,Fl T c3,bb 

33 DATA 57 

98 J1EJHJRY 62010 

180 LOAD":tALL BABl :lCA5* 1 

P :CALL 17870 

118 LOAD" 1 ",12840 

120 FOR X-&74D8 TO &751D 

na read a 

148 POKE ^VALiV+al) 

IS! NEIT 

160 CALL 174DB 

Ram bo 

13 DATA 21, 9c. St. 36, 80, 23, 3c- 
,10,23,36,83 

28 DATA 23 f ab l :e.3e,0B,r3,00 
, 3f ,21 , 2d, 22 

38 DATA 36,F8 T 21, 43, 26.11,40 
, 83,81,^,01 

48 DATA ed,50,21,40,08,e5,2i 
,0B,bb,e5,21 

38 DATA f2,i:,e5,21,lf,tt,e5 
,2l,M.02,e5 

60 DATA f 1,21, e-',t7, Il,d4,t7 
.F3,C<f 

73 HEHDfiV 62383 

S3 Ffjh < =49530 TO 1953F 

50 READ at 

130 fQii i.MLCl'+alj 



110 NEiT 
128 LOAD" 

138 CALL 13A6A 
140 lOAD* ',1:2340 
153 CALL ttt!3 

Highway Encounter 

13 DATA 21,48,83, • 1,80,9c, 81 
,40 l 88,ea 1 s0 

23 DATA 21,30,38, [1,48, 38,31 
,ei.99 f ed,s3 

33 DATA 21. 77, 38, 36, 03, 21, 88 
,9c, It, 32, 88 

48 DATA B:.40,B0,EG',bB,c3,"2 
, 81,* , , i'4,t2 

51 3&,tf v 23 f ft t al t 2I,5tf 
,22, 36, 31, 21 

hi m* 4B,2l,;- l 43 l aB l e! ( 57 

7B 3 AT A » t BE,b^21 f 9Biflb t 4j>9 
,2l,37,E-*5 

38 DATA ::,*», bl,*S,2i,l>a,a2 

90 :fllft b7 1 jJ i d4 tf b7,?3 T c9 
IBB NtftDfit' 12008 

111 LOAD ■ * 

12? nc^L i 

162 niki d$ 

176 FQK£ a-VALiVta*) 

132 HtlT 

in CALL i?9£9 



Keith Morris from Grantham 
got tome additional tips 
for the Artisoft fhtcad* &dv*n- 
lure, which lead on from those 
in issue 10, 

I .Alter collecting the grey key 
from the upstairs bathroom, col- 
led the book from the adjoining 
Master Bedroom. 
ZTake the book to the Library 
and then walk to the tar left of 
the roonv avoiding the 
phantom. 

3iWhtjn safe walk towards the 
right and jump, and you will 
enter the Secret Passageway. 

4. FolSow the passageway and 
you will enter the Armoury. 

5. CqUocI the blue page, then 
diml> th^ barjrela^o collect the 
shield at the top. 

6. With the shield and the gruy 
key go to the End of the Battle 
mcnis outside the ca^tLe of 
TonilMtowne. You will now be 



able 1c pass the dying arrow 
and enter the Hut, and retrieve 

1 another blue page tor the book 

1 of spells. 

\ 






These tip* come from B&n 
Lower of Wadhurst, who 
starts off with some general 
tips and then glvei advice on 
how to complete the first six 
mini games on ihe disc 
venion. 

LAI ways mako sure you are 
standing still when firing or you 
wiD do a somersault. If you land 
on a cyberman you will die, 
2<Doni stand still and let a 
cyberman come to you. Move 
Into its line of fire and shoot it, 
because h will have teas time to 
shoot you. 

3*After releasing a bullet, sides- 
tep (o miS incoming bullets. 
4.1n rooms which are cut in half 
by two storey computer stacks 
you can always shoot one Of the 
stacks to make it explode. Only 
one HfH explode but It s always 
the same one for a particular 
icreen. 

5Jn the room with a row of 
cybermen. try to stand behind 
(hern because as they torn 
round you can shoot them easily 
and quickly. 

SJn any room before a gamma 
radiation room you will and a 
stationary cyberman in the lop 
right hand corner of the room 
Touch il and the cyberman suit 
will transfer to you so that you 
can safely pass through the 



gamma radiation. On thy other 
side you will be able lo remove 
th« suit in thy same way you 
acquired it so that you can 

leare. 

MINI GAMES 

Terminal l:Mova the joystick 
diagonally for a second, then 
just fire until all nasties aie 
kiued- 

Terminal 2: Give top priority to 
side missiles as they move twice 
as fast. 

Terminal 3 iFire, then move 
sligtitJy diagonally n then fire- and 
repcaS the process. This must 
be dont* to avoid shooting 
yourself, 

Tormina I 4: Lino up With the top 
target and shooi when the gap is 
a few squares away, then move 
to avoid ricochets. 
Terminal SiMove to the lop 
then come down in horizontal 
rows. By doing this you don't 
overlap or leave the screen* 
When you've got all the nun> 
bete the password is obtained 
Terminal €:When you press the 
button to start the game fire 
instantly and you will gc* The A. 
Then it just takes practice to get 
the word ALIVE. Fire when the 
letter required is about 4 or 5 
squares away. 




Sabre Wulf 

Another poke for a disc game, 
this time the TSAM version of 
Sabre Waif. It's from Conor 
McCooey and John Keane of 
DundaJk and gives immunity to 
at) animals. Just typo in the list- 
ing, insert the TSAM disc and 
SAVE'TSAB CHEAT, (hen 
RUN"SABCHEAT and tho gams 
will load automatically. 

10 mm 1;F0R )=8 TO 3:ifiK 
i,l:£JT i 

2i nm i 

31 Ioc=U000 

40 ft£ST0R£ 70:005110 178 

511 DATA S^aijCMejb^BMi 
, 21, 00,11,1 l,ii,d8,c<i, 77,bc, 
2 1,31, 13,cd,$3,bc, cd,7a,itc 
6§ SATA 86,*d,2i f e»,J2, :i,B8 
r dfl,cil,n,l>c, 21, 88^1^83, 

70 ioc-tliB8 



SB RESTORE 110:605110 170 

90 DATA 53,4l,42 t 47,52 ( 4b,2t 

,53, 4?, It, end 

100 lQC'tl?fl0 

118 RESTORE 140*60500 170 

120 DATA 53, 4 (,42, 51,52, 47, 2 

e, 53, 42 ,46, end 

130 CALL 11000 

148 6010 240 

158 flEAS a* 

160 PILE aSU'ert* 

171 POKE iac,VALtV+at> 

130 1bc=1oc+1 

190 RE AS af 

208 Hi.M> 

210 RETURN 

228 POKE *Mil,fl:F0KE 4DJ5c, 
618 

238 CALL lfC0flB 



M 



m 

at 





Heavy on the Magick 

1 nice bonus for fans of the 
GargdyLe game - tip* from C 
Boare from Den ham on sum- 
moning Demons asd a poke 
from Darren Jones of Bryn 
giving you 99 per cent skill, 
stamina, luck and experience. 
The poke should be typed in 
and aavchcL Load the game as 
normal. Press S to restore Axil 
and enter version A. You'll 
also have all the spells and nc 
grade 10. 

Astarot: Drop the sword and 
gland well clear. Invoke Asiaroi. 
Astarot can now transport you to 
any place. Juel type "Asta»t, 
place 11 , Eg: type "JLstaxot, 
TrollwyncT' 

M&gol: Use same procedure as 
above but using the sunflower 




inslead oi the sword. He can tell 
you where an object is by typ- 
ing "Magol, object" 
Belezbax: Invoked in the same 
manner but using the Mantis, 
Can tell you whai an object re- 
ally Is. 



10 PQk'E 43090, 1 
20 POKE 43091,1 50 :PBK 43092 
. £50: POKE 43093, 130 
30 FE3K£ 43094 ,1 0 
40 POKE 43095 J 50 
50 POKE 43894, 47 :P5*E 43397, 
102: POKE 43B9S,12S 
hM POKE 43099, 170:FCk:E 431 14 
,248 

70 SAVE n AJlL"A°,B,43090 i 27 



Yfl* 



it 



Turbo Esprit 

Infinite Liveg for the drug chas- 
ing, rating game, from Paul 
Eobton Of Middlesbrough. 
Enter using Method 2 to gel past 
TITLE block I (be careful since 
there is only a small gap be- 
tween (his and the section you 
wan: to load.) 

11 NDIE hREHGRV 2015 

21 FOR F=2*16 TD 2127 



31 RE» isPfla f T aiNEIT 

40 MTA 121, 1, 141, ait, 068,14 

2,*5»,lla,fced 1 lJlJtrc,ti:9 

50 CALL 2I16;«I± 32768 

61 i*21l7tPfl(£E a f i:P0K£ 

8 

71 POKE *»3,054iPOK£ a*4,tfll 
81 CALL 20U:POKE 34409, 0:Cfl 
LL 6496 



Emmet Maatexson and Simon 
O'Connell from Sidcnp have 
been knocking the staffing out 
of the five levels of US Gold's 
martial arts game - here an 
their tips to get yon through 
them. 

Level !:]uBt henchmen to beat 
on this flooi, and Master of Slick 
is no trouble. Using punch move 
right up close to him and 
crouch. Then let him have It 
Level 2:It s beal lo use kick for 
the first part of this level as 
punch can sometimes be inaccu- 
rate. Avoid floating globes 
when they appear, as they are 
hard to destroy. When dwarfs 
somersault into you. jump up m 
che air to knock them off- To 
beat Boomerang Man use 
sweep. Move m and let him 
ihrow his first boomerang, duck 
or jump it, and then hit turn. 
Rom e>mber lo avoid his boome- 
rang when it returns. 
Level 3:Its just henchmen, 
knifemen and dwarves on this 
level so be careful with timing 
of punches and kicks. Strong- 
man 13 again easy to beat, just 
move in and sweep. 
Level 4: To kill bees on this 
level it's bast to use punch. The 



Mm, 



I'm 



wizard is l hard opponent, as 
you must destroy each image of 
him unol you [ace site real wiz- 
ard. Duck each fireball and ihen 
keep on i weeping. With luck 
you should Just have enough 
energy \o pull through. 
Level SiAgam just henchmen, 
knifemen and dwarves on thte 
floor. Real skill is needed to 
reach the last opponent, and he 
ls mean. Keep on punching and 
lacking and walch out because 
he kicks and punches back. We 
haven't been able to beat him 
ye! so keep on trying. 
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Phil Howard from Mappcrtey 
ku *ia*ed long and bud *o 
bring yo* tW» poke which 
given Dexter Infinite energy. 
it*a Mteud using Method 1, 
and you should ignore the odd 
coloara on the loading acxeen 
and any funny noiae v near the 
end of tha load - they're 
una voidable. 



it MTA 2f,22,ft2 T l&,?3,e5,cS 
8,87,(2,15 

2i 9ITA cl,2l,9f t l2,tt,cf,e5 
^5,21,*,^ 

31 DATA l6,« T e5,c5,2l t 55j6 

41 BATA 7c,Cl 1 fH,Bl,«,C0,n 
,7y,38,fb,Fl 

58 MTA 30,21, fl ( 2f f 9t r A«3« 



M MTA ! l,fb, 7b, 83,13,88, 
71 MTA 7b t lI,3l,H,|t,cl,» 
81 DATA b?,2i,]6,H3,36,e2,25 
91 JATA 13,21 ,81,7*, 3*1*1*3 

m tawt L3m 

iii m **ym to iwa 

121 mai <l 

131 PME i^ALlV+aU 

148 NEXT 

I» LW M 

168 POKE t7924,tC? 

178 KOBE I 

111 CALL liHf 



Alien Break -In 

Anoihei one for uifimis": live?*, 
from Ian Grainger of Wingato. 
Enter it using Method ] . 

!l flENQRr ■558B:LOAi "part;' 
:PDKE fc?4IC,8:Pb« 17805,68 
21 Fflft t =19881 TO 89H3;R£A1 
a:P0K£ f,a:NElT:REAJ) « t bxPD 
<E a, 8 

38 CALL 29658 

40 TATA 71,63,21,47,29736,8 







RAD2SN E 



This poke from Paul Rob son of 
Middlesbrough is entered using 
Method 1 and gives you infinite 
lives, 

ii for tmm to am 

2i READ i-POKE f jisNElT 

31 DATA l2J 1 fee,H9,fr3& 1 tb7 l 

41 RUN 1 



Chuckle Egg 

This one from Paul Wilton of 
Mold speeds up the game (line 
30) and removes monster detec- 
tion (line 40), You may find it 
possible to get 'stuck 1 in a fail- 
ing loop at times but you may be 
able to got out of this, ox just 
abort the game currently in pro- 
gress. Entered using Method 2 
to get past the first block of the 
program. 

II 0PEHOUT B d*:flEH0RY JIBB 
31 IGAT 1 
» POKE 3ffl? f 2ll 
41 POKE JttlMtPOffi mwfi 
51 CALL 39575 




Jet Set Willy 

Good to ceo people coming up 
with pokes for disc versions of 
games, this ones for the TEAM 
disc version of ]SW. It comes 
from Peter Millar of Aberdeen, 
and to use it you just type in the 
listing, type SAVE "CHEAT fol- 
lowed by hilttng enter, then 
enter RUN "CHE AT and it will 
automatically load /51V with in- 
finite lives. 

II HENRY 12881 

21 LMrietMt.sftt'.MZbl 
31 FOfl n=49C« TO 19C4B 
41 READ ■ 
SB POKE fi,i 
61 NE1T 

78 BftTA 33, W, 18,17,96*2 
88 DATA 1,134,128,237,178,28 

I 

98 CALL 89C48 
110 POKE 15717,1 

III CALL MU5 



How to win on 
ENTim ISSUE'S Rove 
software! 

The standard of pokes, maps 
and, playing tips you've been 
sending ua h*J boon ao Mgh that 
waVa decided to up the stakes. 
From now on w»1 be setting 
you challenges- each month to 
produce a particular poke, map 
or sel of playing tip*. AiS you 
have to do is find the solution 
and let us know about it within a 
month of the issue being 
published. 

The bent solution to one of 
(he problems will win a stunn- 
ing prize - a copy of every 
single Rsvo and thtf Master- 
game m ths ^wa« in which ft* 
solution i» printed, The njuruber 
of those games Will vary of 
course, but in past issue* there 
have beoft six Raves or more - 
that's over £50 worth of soft- 
ware and somo months it will 
be oyer The prizes wUJ 

normally be supplied on cass- 
ette, but tf you prefer you may 
aik to have disc software of 
equivalent value. 

Well also be giving out up 
io five runnors : tsp pi-teea every 
month of one of the? 
Raves/Maslcrgamc in dial issue. 
You don't neceenrily have to 
solve one of the problems we 
sol to win a prise - if yon come 
up with something even better 
that'll suit us fine. 

At the time of writing (he 
first del of challenges set las I 
month are still being worked on 
and we should tee the results 
and the firal prizes from thai in 
the next isaue, For this issue, 
we've got five more testing 
challenges for you to gel to 
work oil, 

LA poke 10 allow 
Joy t tide /dual ioystie 1c conttol 
on Storm*. 

Z-A poke to make J&ck the 
Nipper in vulnerable io ttf^ 
3.A poke to give invulnera- 
bility or the ability to atwrt #t 
way level on Gho*t**n 

4Jk playing guide/tips on the 
helicopter simulator in 

JUj^/ea, 

SaPtkying dps oil CmtUdton II. 

Under the old system 'wfefve 
got three more C10 winners this 
month. J Lawless to: hw Gr&m 
Bertit tips, Richard Hodges for 
enabling ©64 and £126 owners 
so use a host of pokes, and Phil 
Howard for slaving over a poke 
for Got D&cter. 
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MANDRAGORE 

Infrognmes, £H.3S disc, all CFG moduli 

"Twas only a few weeks back that a younger and leas eiper tri- 
ced Pug penned the following immortal lines: 

'Brill graphics and some truly original gameplay* Afandra- 
gore promises 250K of adventure, up to four players, and a ten 
chapter l hookler for £U 95, The Pug reckons this could be a 
very impressive petit gamette, so watch this space/ 

Well, here's the space to watch, here 1 a the game up on my 
Arnold, and here's my initial reaction... 

Ugh! 

Okay, okay, if there's anyone from Ihfogrames reading, 
don't have a heart attack. I'm not going to slam the game - in 
fact, 1 quite like it - but the problem is that it just doesn't LOOK 
too good. The gameplay is fine, but the graphics certainly don't 
impress at first sight and may well have Che effect of putting a 
few people off altogether. Let's delve a little hither into the 
game and see what we have. 

Mantira gore is a role-playing game for up to four players. 
That means that each player creates a character and allocates it 
specific values for intelligence , wisdom, and so on. You then 
Bally forth and explore the world of MaiLdragore; doing battle 
with monsters, finding treasure! exploring gastles, and trying to 
stay alive. 

The point of the characterisation is that, in theory, your 
attributes should determine the manner in which you play the 
game. If you play on your own you can create four different 
characters and control them all yourself, A group of characters 
is called a ream and its success or failure depends to a certain 
extent on the manner in which the different team-members play 
together and use their respective abilities. 

A character may belong to one of five different races r 
Dwarf, Elf, Mi-Orc b Obbit {ie Hobbit), or rluman. In Mandttgore 
each character possesses six attributes - constitution, strength , 
intelligence, wisdom, dexterity, and appearance. The last 
struck the Pilg as being a bit odd until I realised thai it meant 
: charisma' - a lesser-known but fairly traditional role-playing 
attribute that (I think) basically detenrdnes how likely you are to 

When you determine the attributes of your character, you 
are given 80 points to distribute, and most allocate between frra 




and 20 points to each attribute. During ths game two other 
attributes, Experience and life, come into play. The first simply 
increases as you solve puzzles, find treasure r or defeat mon- 
sters; the second starts at 50 points and decreases in battle or 
strenuous exertion (attempting to open locked doors, for 
example), Once its lite points reach zero a character dies, and 
life points can only be increased by eating or by casting one of 
the few spells available (such a* cure). 

So much for 'team creation 1 . One of the nice things about 
Mandragore (especially nice for disc owners) is that you can 
SAVE a team at any time during play, to resume later on where 
you left off. If you wanted to r you could use this option to create 
different teams with different qualities, SAVE them right at the 
start of the game, and then run through the game with each one 
to see how the different attributes affected gameplay. More 
about this later . 

On to the actual gamejplay itself M^dragpone has four basic 
'modes' of play. The first is MAP 1 mode, In this mode you see a 
fairly crude representation of the surrounding terrain, A small 
figure in the middle of the screen represents the position of 
your team and you can move about by entering commands at 
the keyboard. 
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The whale command structure is rather complex at Erst 
glance, but is in fact very simple to masier . There are about 30 
verbs alio wing yog, to instruct your character^) to perforin 
actions such aft INSPECT (an object), PARALYSE (a monster), 
BARTER (exchange cash or food For goods) and no on, Com- 
pared with other games of thii type (and there aren't many on 
Arnold) this is quite a creditable range of option. You enter 
them by typing the first two or three words, and the parser then 
completes the command Tor you appropriately, 

In giving commands you will of course have to specify the 
character and in some cases the object, person* or monster 
Involved, a* in 5YRELA ATTACK TICKEL WITH KNIFE, Ail the 
characters have a number for use in this instance, as do all 
object* carried, Objects and monsters in view at the time have a 
code letter displayed on the side of the screen for reference 
purposes. You toon get used to it and. in conjunction with a 
'repast command 1 option, it can speed things up no end - very 
useful when repeatedly attacking someone. 
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character s experience, and where to Emd food and weapons. 

Apart from the graphics , my other major quibble with the 
game is the lack of detail in the different situations There is on]y 
one line available for the program's textual responses on the 
screen, and 'Inspecting 1 objects usually gets a curt response 
like 'No danger' or 'Booby (rapped", bul not much else. This 
being the case the weakness of the graphics, and in particular 
the paihettc way in which the characters move about the screen, 
becomes even more disappointing, 

Finally, it's not altogether clear during ihe game to what 
extent each of your carefully chosen character attributes are 
having any effect. Experience seems to count for quite a bit, so 
it's worth takuig note oi the particular situations which increase 
it most: and I noticed that the Thief was better than others at 
stealing - but then that's an obvious one. However, to really 
pass judgement on this side of the game you would have to play 
for a very long time, and it's to the credit of the game that I think 
111 probably be making time to do just that. 

But then I've got a free review copy! Should you go out and 
actually buy it? At £14,95 it's not cheap, certainly. Il doesrft 
LOOK like a program that's worth anything like that amount. 
However there's a fair amount of monster bashing here and, 
although there aren't that many chateaux to explore, the Pilg 
reckons that together they offer sufficient variety to keep you 
busy for some time. And of course there are all the villages and 
wandering monsters in between. 



HUNCHBACK - THE ADVENTURE 

Ocftu, tS.ftS ait, I14S4 disc, all CFC models 

ff&verEnding Story from Ocean ha* continently achieved high 
ratings in our readers' adventure chart, so what news is there of 
this latest release from Ocean? 

Hunchback - the adventure gives you the romantic role of 
Quasimodo m a race to rescue the divine Esmeralda from the 
Evil Cardinal. Like its predecessor, N&vwEndiixg Story l the 
game comes m three parts with four separate load* - an intro 
screen and three data files. Each load brings a new set of 



Whilst in MAP mode you can wander around and the 
landscape scrolls appropriately. From time to time you are 
confronted by a monster which throws you into 'Wandering 
Monsters 1 mode. The screen clears and shows you the immedi- 
ate location complete with resident nasty (or nasties). You imist 
then either vanquish the opposition ox flee, which you can do by 
pressing M to change back into MAP mode - but this carries a 
heavy penalty of tein life points for each character, 

Alternatively you may come across a village or chateau 
(this is a-French game, remember). Chateaux are the key to the 
game. They hold treasure, puzzles, weapons, food, and (of 
course) monsters. Chateau mode is entered by moving in MAP 
mode to a Chateau symbol and then pressing C. You must then 
load the relevant data for that Chateau from disc or tape. 

As you explore the Chateau each location and its contents 
are displayed on screen. The same happens in Village mode, 
which is entered in a similar manner from Map mode (though 
you don't have to load a separate data file). Villages are 
generally a far safer place , and give you the opportunity to 
trade and replenish your supplies. There isn't a lot of point, 
however, in making Tor a village until you've ransacked a 
nearby chateau for treasure. 

So what's it like to play? Well, once you get over the 
disappointment of the graphics, if s really not too bad, The only 
competitor that 1 can think of is Ring of Darkness from Win 
tersoft (now a bargain on GiobaTs Fommost Adventures collec- 
tion) but the scale of Mandragore is of course far greater. The 
chateaux are all very different from one another and some of 
(hem pose extremely difficult puzzles indeed; quite apart from 
the hazardous business of defeating their inmates. But after a 
while you work out which actions do moat to increase your 
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locations - Ihe first being the Cathedral itself, the second taking 
you beneath the city of Paris, and the last dumping you in the 
Cardinal's mansion where you must find and rescue your lady- 
love. You can't begin a new part until youVe completed the 
previous one. 

Hunchback haa been prograinmed by the same team as 
PfE$ and its pedigf ee is very apparent. You have the same 
Mode 0 horizontal graphics window at the top of the screen with 
some excellent graphics and good use of colour. There are 
three main elements !o the graphics display: a colourful 
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backdrop; cameo pioturos of the items you ire carrying ; and 
slightly forger c&meo£ thai depict scenes reflecting the current 
location or events. For example, if you *re fighting a guard, a 
small window bearing the words Pow! Bill! etc will appear. If 
you're struggle va succeuful. you will then be rewarded by a 
mug-shot of the dead guard. 

Beneath the graphics display is a scrolling text window with 
[he aanie a rti active alternative character aet as was tt*ed in NES, 
WhQii it oOmfcS to entering text however, the picture isn't quite 
so rosy. There are only about 23 verbs fnot including the twelve 
direction commands which as well as ME etc, also offer IN and 
OUT) and EXAMINE lb conspicuous by its absence. Even then, 
one of the words (SMASH) doesn't s-eem to figure in the game at 
all - at least the parser doesn't und^rttand il! Words like USE 
and GIVE are also absence so that although objects and 
characters abound, the acluai potential for interacting with them 
is pretty small. But then this was also true of NES and didn't 
seem to detract from its popularity. 

My own feeling m that Hunchback - the advanmre is on 
about the same level as its predecessor. To start with the 
locations are more meaningful and better laid out. The program 
doesn't always list all possible exits from 51 location and since 
twelve directions arc a; lowed ihere are times when expert 
mentation may reveal a new route. There are also occasions 
when the location lay-out is not entirely logical (e.g. a corridor 
that runs oast-west but in fact doubles back on itself) so care has 
to be taken in mapping. Given the fact that you vron't find that 
many locations in each part, one might say that the more difficult 
it is the better > 



Hie real trouble with HuncM>snk is the same as that with 
JVE& Really, the game is too easy - certainly in the first part 
anyway. As you wander round the Cathedral you frequently 
encounter guards, but their attacks seem for the most part to be 
ineffectual and I managed to loll every one with my bare hands 
without much trouble. What's more, on two occasions I was 
rewarded with the massage 'Your attack fails I You have killed 
the guard! 1 , 

In the whole of the first section there are only about 30 
locations but more seriously there is only ONE puzzle worth 
speaking of, and it's pretty obvious at that! Any experienced 
adventurer will polish this section off in about one hour of play , 
and that's not really sufficient for my tastes. Things brighten up 
a bit as you go on and there's a half-decent maze in the second 
half, but even that surrenders its secrets after you drop a couple 
of objects. 

The Pilg didn't have time to make it to part m p but it does 
look as if this game is very much on a par with its predecessor . 
Which means that for the experienced adventurer il offers 
pretty graphics and an amusing scenario but is pretty short on 
challenge. For youngwr players though, 1 suspect it will be a 
huge success. 



More from Mud**. 

Well h actually P no! Last month 1 
promised you more about the 
wonderful world of MUD - 
Multi-user dungeons. However. 
MUD is changing all the tunc, 
and the Pilg reckons that the 
subject is deserving of an art- 
icle all on its own. So neal month 
the Pilg will be reporting £g ypu 



direct from MUD mission con- 
trol, somewhere in a dark hole 
jn Ealing, side by side with a 
couple of VAX jnini-comput^sa 
(or something like that}. Meanw- 
hile, if your Mudding and $m 
the Pilg passing by, SHOUT 
HELLO! 




CLUE CAULDRON 

What pnm Magili?! 

What price indeed, Jellow Pflgs. This very popular g&mette 
from Level 9 has been torturing many followers of the Path 
recently, so It deservedly receives the honour of being the first 
of the Cowled Crusader s Clue Cauldrons. In this occasional 
series, a single game gets the in-depth sniff treatment for the 
benefit of all you poor lost souls who escaped from the Goblin's 
Dungeon only to fall foul of the infamous Giant Slug r 

One of the problems with giving so many tips on a single 
game is that there is always the danger of giving too much 
away. For this reason, each Clue Cauldron features a series of 
problems followed by a single number. The number is then 
used to refer to a list where the relevant tip will be found. 

Can't fly upwards (4) 

To get past the giant bloodworm (3) 

To check for magikal properties (I) 

To cure thyself (8) 

To become a fish (2) 

Having trouble seeing in the dark? (5) 

Getting rid of the curtain (6) 

H old ctg& is getting you down (9) 

Need your daily mail? (2) 

Can't get the armour? (10J 



1- Cast DOW at the object - if the Pendulum swings in a circle 
then the object is magikaL 

2. Give the robes to the golem, 

3. Carry the BAT. 

4. Cast FLY at ME. 

5. Rub eyeb right dowers into eyes, 
6* Smash it with the sword. 

I, Cast FTM at ME. 

8. Cast FIX at ME. 

9. Touch the moon - but beware, you can only do this a few 
times, 

10. Bmy the bones, skull, and knucklebone, 

FOR DISC OWNERS 

How to transfer Price of Magik to disci 

Type in the first listing and HUN it lo transfer the dies from tape 
to disc, then type in the second lis ting and save it on the disc 
with a filename of yotir choice you can then run She game by 
entering HUN l 'fitename 11 . Note that all SAVE* during (he game 
are still done to tape 

10 REM Tsp9-to~ditt i.rsns'V for Th« Pricfl of MSflik 
20 REM Croats* ! files KAG2 BIN and KAG3.BJN 
30 FOR A-&BO0U FQ &R0&2 READ 3S B*VAL( POKE 
A.B.CGUNT-CQUNT'B NE*T 

40 IF C0UNl<*7fl&?l THEN PAINT h 0aU Error! " : STOP 
50 CALL 4B000 

60 DATA 21 ,0.40, H . FC.0D. 3E44 ,C0. At .8C.0fl.Q4 .21 .48,80 
CD SC. DC, 21.0. 

40,11 .FC.CC. 01 ,0,40 3E„2,C0.98,BC.CD.ftF.BC.21 . 70,0.11 , 
30.99.3E.&4.CD.A1 ,BC.B.4,2t 4F 

70 DATA BQ CD SC. EC . 2 1 , /Q , C Tl . *0 h 9& ,1 . 70 . C 3F - 2 .CO , 9fl , 
BC,r[> 1 Rr..BC C3.C0.4U. 

41 .47 ,32 .4D.4T ,47 33 

10 REH Loader for Tfce PMco of tidfrfk 
20 FOR A-&B00O TC &B03A: 1EA0 B* POKE A. 
VAl ( "f-BS ) NEXT 
ao CALL 4BO00 

40 UATA 6.4.21 ,33. BO. CD, //, BC. 21 .70,0. CD, B3. BC.C^A, 
RC ,6,4,21 ,37 .B0.CD-, 

77, SC. 21 .O.CO.CD.BS.BC.CO^A.BCCO.S^.^.JI .C.C0J1 ,0. 
9A.1 .FCO. 

ED.B0.C3.90.B6 40 41.47,33.40,41,47.32 
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PILGRIM 's POSTED 



Out of the Question! 

Derick Murdoch of Kilmarnock 
has come up with an idea (or a 
competition: 

1 have thought up a pretty good 
competition for your adventure 
pages It has two simple ques- 
tions About you: (J) Whtf does 
the FiJg lock tike under his 
cloak? and {2} Wb&t is his real 
name? I ihmk ihc winner should 
be the sender of the most 
imaginative dra wing and name. 1 
WeU. Denck, jus* two too- 
t\sy little snags with this other- 
wise excellent suggestion: 
L Anyone submitting a drawing 
of what J 2ooit Like under my 
cloak would be liable to im- 
mediate arrest. 1 suspect you 
have committed a serious crime 
even by suggesting it! 
£ My real name, The Handsome 
• Dashing One From West Lon- 
don, is of course already weU 
known Co every ona 
Any more bright ideas? 

Help wonted 

7 recently bought a copy of 
Castle of Skull Lord by Samun 
Software and I can't got any- 
where.' John McMeiken of 
Wrexham. 

Well* John. you"ve got fur- 
ther than J have, because J don't 
even know the game. Is there 
anybody out there from Samun 
who could send me a copy? 
Otherwise I'm afraid I'll have to 
throw this one open to the 
house. In the meantime, anyone 
who can help John should write 
to him at 19 Woodlands Road, 



Marford, Wrexham, Clwyd, 
LL12 8SP 

Down the Plug 

'Now for a quick plug for the 
Isle of Wight Amstrad Computer 
Users Croup This riser group }& 
dedicated to all Amstrad ma- 
chines and their users who live 
on the isle of Wight We can 
offer lots of deuuled courses 
including: Rons BASIC course. 
Steve and Simon s Machine 
Code Course. Nick on CP/M t 
and Faz on GAG Programming. 
All this and lots more for only 
£5.00 per annum plus 2Sp per 
meeting. The meetings are held 
at the Vectis Mali, Melville 
Street, Ryde, !OW t every &rst 
and third Wednesday. 1 
From ML Farrell, Hay lands, 
Ryde. 

Of tapes and 
Wraiths 

7 noticed an error writes 
Smurfy the Warlock ot Accxing 
ton, 'in a clue you gave relating 
to The Never-Ending Story 
which was in the clue "drop a 
coin without hesitation near the 
wraith." If, however, you wear 
the cape from the quicksand in 
Level One, the wraith doesn't 
appear. The cape is found by 
going to Morla in the Swamps of 
Sadness, then going West then 
South-West Yqv are now (a) in 
the quicksand and (b) where the 
cape is. Bui note -you have only 
two moves, then you die- ' 



FOCUS OBJECTS; 

1 trumpet, 2 silver maJl 1 3 blue boi h 4 small mirror, 5 pendulum. 
6 broom, 7 valerian plant 



CLUE-SNIFFING 



Yes, Pilgs. here we have another session with the good old Clue 
Pot. Just because I'm really spoiling you now with the Clue 
Cauldrons (see elsewhere m this month s column) doesn't mean 
that the Pot shall be overlooked. Far from i! - here are this 
month's timely tips, and if you haven't sent in your tips for the 
pot this month, why not do so right now? On the beck of a 
postcard please, and marked Pilgrim's Clue Pot, c/o Am&trad 
Action, at the address in the front of the mag. 

The Boggit 

Chuck the goodies out of the window. 
Your share isn't worth much, l*m afraid . 
Speak up and be friendly for lunch. 

Tite Seer Hunter 

JUMP from the roof of the Barbican to the roof of the Ferret, 
In jail? Move the bed and dig. 

Heroes of Kant 
Knight doesn't like acid- 
Hydra doesn't like spears. 
Vampires don't like crosses. 

Pirates don't like daggers, but make sure the little one wields iL 
Seabase Delta 

To get the disc from the lift shaft, tie the washing line to the 
magnet from the speaker and lower it down shaft. 
Speared octopus will give you something to write about. 

Mordoii s Quest 
Move chums to find ring. 
Persevere with the Admanrium barrier. 
Break pyrites into small pieces- 
Turn OUt the light to get past the? Octopus, 

Forest at the World's End 
Wear ring in hovel to gel key. 



A short list of spells (by no means complete - we don't want to 


spoil ALL the fun, do we?): 




Spell 


Focus number 


Result 


FIX 


7 


Maximum hitpoints 


FLY 


G 


Ply upwards 


DOW 


5 


Detect ntagik 


ZEN 


4 


Fast movement 


IBM 


3 


Terrify creature 


FIN 


2 


Creature is turned into a fish 


BOM 


1 


Wakes up 
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Get into the big 

timet 

This month's Clue Cauldron wa$ 
filled! to the brim with goodies 
by Geronimo of Peterborough 
(playing tips) and JUistair Irv- 
ing of Ayr (disc transfer rout- 
ines). When you've finished 
worshipping this sharp pair oi 
Reverendi PUgiirniiBEimi [or Red 



Hot Pslgj), how about applying 
youxsolf for this rar^ privilege? 
If you ve finished a game and 
want to give others the low- 
down, then send tn a list of 
problems, together with their 
solutions, plug other helpful info 
on the game. 
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Pttc-j q Cgnch, IS Otftow* ***** Smt^ PnMa 9 

B iflft^ T r 3713 * r 1 1 Maya*** (**rk Cthw, BUiifffwh*, Scoiluti, *fl JO fcLY 

Uteris, fares/ jt aha Wc&tfa "# M*f**$e (ivm Au*rarvsrf,T r 5«rt*x » Fdcft 
JUuStraart, II Crilgp^k Stroet, F*JIl*T r CIt detank, 6§1 3*5 



X*v*i*£*dittt Steiy&BYvk «e» rod t*W 

Smwrfy lb* WuiKt 25 CV***n 34rc*4. AeeriagtH^ La&e* , B&5 WE 

fawtte of Babjicn. Forest *r Ac Wc^fl .BaA Waxfora, /ferae* ctf .M^sh^p Zraei 
3t A f •iris * FtrtfJnuarvd W oJfc , C«^Q¥t*r, COf 3T5 

XMPOMANT NOTICE ! 

t*wdi of Mvtti&rc gg fqnw t, *i new t*r nambtfl ^oJf . fl. frc tft £& cjtrt* you a* OufcitL^ 
Clir&Batifet ptos access to the- jw^piirfi*, :taii£h if jra 4dn * warn io jhitf ?he i5 iftctc ;ct 
fl]tetf!HLrt.ve fflcrtfhership aryattftro^ft, for full deia* aeai a. SAE to Twfty W XI Baadlef 
Waj, ttodinptoa, Oxford, OX3 OLR The &U9 titfrc^Jr cratacm Tosir * 
wh«Js w y«fy fcsuirfiiJ'.frd, *o if yryu J^cfaag tor £ dub » :*a **m£ ih*r« 
anylh»q on alter IcmpiUt, ite* coukL tw i gwxf b« ier y«v A«t «>1 «wm> ^ Hc4lmc4 «n 



Red Hot Charts.. 




One of the strange things about adventures - as opposed 10 
arcade games - is rhe way they never seem to lie down and die. 
Most arcade titles rocket onto the supermarket shelves and 
then, after a frantic few weeks in the charts, disappear again.' 
Mat so with adveniuxes. 

And certainly not this month! Ocean's Never-Endmg Story 
is enjoying a mid-summer boom in popularity according to our 
readers 1 poll. This game topped our charts a few months back 
and has been consistently popular, and this month a sudder. 
influx of votes has put it back in the Number One position. 

And then look who's at number 2! None other than Bilbo 
Baggins himself. Melbourne House is busy having a Tolkien 
Month at the moment - looks as if they've chosen the right toe, 

Heavy on tfie M&gick makes a well-deserved first showing 
in the chart this month. And even old Fantasia Diamond fa Pilg 
personal favourite, though looking a bit worn nowadays) is still 
in the running. 

Don't forget to get your votes in as early as possible. This 
month's free program goes to an anonymous reader at North- 
lands Avenue, Orpington, in Kent, who was &o struck by Heavy 
cm the Magick that he had to stop his jaw from hitting the 
ground! 1 - One copy of Level 9"s excellent Price ofMagikis on 
its way, Mr (or Ms) Anon. 




1*4 



To The Pilgrim. 

Mv PavifMirjte lhree ati ventures are 
1. rtM ™*' : ' ; : 1 — 





Company. 



2. Cmuihy. _ 
Conipany. 

3. Ofenw: _ 



are: 



T}ui game [ would Sik^ is: 



My aclyi 
ONLY? 



JLOCK CAPITALS 



lNcver-E»^-»9S**>*V (Ocean) 

2 ThI Hobbit (Melbourne House) 

the WlagicU (Gargoyle) 

3 Heavy 01* me 

4 Red Moon (t^evel 9) 

5 Bew » a »adise (Level 9) 

7 Hitchihcs dude to tn 

(lnfocom/Softsel) 

8 Lord of tHe Rings 

(Hewson Consults ^ 



li 



Contact the Pilg! 

The PQg is particularly interea- 
ted from hearing hem all you 
Wandering Souls out there and 
win do his besl to include your 
{torrespondGiice in these 
colinnns wheMTCr spac£ per- 
mi[$~ Coniribations to the Clue 
Cauldron and the Clue Pol are 
especially welcome, particular- 
ly for lesser-known games 
which may not be getting the 
coverage they deserve- 
Please remember Thai Fm 



not a Helpline and cannot give 
help on individual adventurers' 
problems - dun's whai Hie Lords 
and Ladies are tor, so use them 
well! Bui tor the reft of you, Ira 
contactable ti/O JUnstrad Ac- 
tion, The Old Bam, Brunei 
Shopping JPteeiiiet^ Sqmeiton, 
Somenetp Tail TPS, or if you 
have a modem, on ET Gold 
83-JNL251 or on 

Pi e?te) /Mct onet 9 1 9934334 . 




, FEATURING A^feCI At AWQ CA$$ET/£ 





-6144ioOTtaa liScfoiracteisarid 12*obi«flstocoWect 

whether ccfidftoraand wlcomangiorctestoguide youttuwgti omen* 
Bogcn&e tor otf^ormoce pickets whose AH atone wiij determine ifcbr/ defc^ 
ate gov trom software ctecfers erojywfcere In case ai dkfioJty wine la tepmd Bnttsb Telecom. WBflinffcn House 
St Maflln5LaneJjONDONWC2H90i 



j 



buy your 

SOFTWARE 

FROM YOUR 

ARMCHAIR! 




rder service do the walkin. 



By the t im* y«y*ve reached Ihi* part of the magazine, 
chancer are you'd love to g«f your hands art $arne of 
thtt software we've reviewed. And that's just what yau 
can do. Our mafl order service allow* you to orfw 
virtually ANY piece of s&ftware for the Am sir ad 
micros reviewed in the m^gaiine. Whafs more yau 
can save yourself a good sum of money on shop 
prices AND qualify for great free giftf ♦ 

Hfcy, if*s a wonderful way to buy your software! 




SUPER-GIFTS 

Mere's khc great range of bib and pieces you con set FREE with your I 
order most of them would normally cost £8 101 If /our total Older I 
Is over C15 you select any one you like, If it's over £30 you can 
select any TWO. Just enter the numbers of the gifts you want, 
together with your second preferences, in the order form. 



1. KUHGFU/ NUMBER 1. 

Two ^reat Ocean jjftfne* on one tape, 
guww* away wtfh the Christinas issue of 
AA If you ma«d H em tfi*o, $et >m 
ikjw CPC 464/664/6128. 



THE COVENANT 



DEMOS 

This tape ftasturiea on the cowsr ol out 
May l$^a. It CQfUalns d full version erf 
the- AA-raveci PSS 3am.*j tosetner wttfi 
demos of four crther PSS proflMims- 
Supplied with Instructions tor ttmifet i- 
ing the Cover^t to chc CFC 

464/664^88 



AMERICAN FOO AU 

An Impressive itmuEoticn 
AmsofVArgus - CK 46* only. 



from 



Hyjeiyaddictjvt, Ngh-storing ^*atfc*Ti 
game, CPC 4 64/664/6 tftS, 



5. mono Ffi^ooy 

FwredCj humourous 
464/664/6 TSG. 



6. WHIQQL£R 

The verston or the arwdft C^wJc 
C&tiperie CPC 464/664/6153, 

7 . IAS Eft W AJtP 

Smooth, colourful, dawk: sftoot-em- 
upiCPC 464/664/61 *8 

8. CUSStC ADVIKTUR£ 

fhp yrtnt odNPrnur^ ttat started it all. 
tPC 464/664/6^8 

* B PYMMAftAM* 

The first erf Mitogen's chaiiengins 
WaHy same?. CPC 464/664/61 £B 

10. MASTER CHESS 

Worthy rou[i?-tfcv*t sheas proar flip. CPC 
464/664/6138 

11.SFACEHAWK5 

Version Of trie *hoot-em-up Gala*W_ 
CPC 464, 



FA SI delivery 



► I i discounts 



► FREE gift 



fun, CPC 



1*. SMMNERMArt 

Panic action a* you 



vster-flow, CPC 464/664/61 SB. 



stoo the 




i VOUCHER 



| [mmi uric iDiKlwrfiir c rtkr^ 

i 





VOUCHER 



ffl< Hit Will DF**f * ll«M n l.M- 

ni.il 

I inn . toil rtBtbtr t»*# trttt I 



VOUCHER 



For uy a whth wd*r > lew £21,01 ■ 
£41.11 

i ma j. vfHiflKliir p+f arttt] 



VOUCHER 



FREE! 



with any order over £5 

A CIS data cassette containing 
high-quality tape specially desig- 
ned for computer users, ft comes 
in a Irbrary case with blank inlay 
card. 



FREE! 

with any order over £1 5 

Your pick of any one of the games 
featured in the Super-gifts box. 
Most would normally cost £8-10! 



FREE! 

with any order over £30 

A blank 3" disk OR your pick of 
any TWO of the games featured In 
the Super- gifts box. 



HOW ORDERS ARE DEALT 
WITH 

Amnirad Action Moil Of iter ii run 
. aovo in Somortoa by th* »nper- 
fcfflci*cJ 5UL TAYLOH r tho WOUCUkn 
who gat! more m*U in *•' day than 
»4»t people each yaarf 

Unlaii year crdftf inclndea 
pio^fimi which our nppliorp, 
cannot 0/#t hold of for tamo r#- 
iiOBi 5m d e* patch** *U picfc^jijHi 
by Aral cJae* mail wriTfcta two ot 
tttroo working day* off rtoflMng 
tho Ofdai*. Therein* if „ yOTi can- 
n&jrro&Jly *xp*ct id m^^* your 
pu cal about a w*«k tfr 10 day* 
aftor ordarinqt . 

If Ifi d«*ny*d boyoftd that 
chanc** ju« f on>« ordWrod. a Uu* 
wnich haamt fat baa* nlou+d or 
is ttmytfttUf DJiavaiiaijl*. In 
whicfa cut a phttM call from yw 
WONT ipft«d Oiifigs np, (In tact 
Ilia rcnrn4 - phalli vaUi *** *#ty 
ttitt*-<ront*trU»£ I If * tang dolay 
wsii likoly »***d let you know. 



PLEASE BEAR IN MIND 

1. Tfca fact thai a program im x* 
▼iawnd la tho ntaoajtibut doei not 
IPmiih It* availability tine* 

MM* »ftw*i* U rovi*W*d 

BEFORE It ku tCttially 
■ olohniL 

z. Wi aur* happy to rafnd yov 
nrdar at any Una ap to the de- 
spatch of IJh* 4»di lot baeaaav Of 
tha pa aathilit y of copying toft- 
wiifl, ih) rtfnad, or ■fflhiina to u 
altarnatlv* fri«** of uiwt» can 
b* gsvca iAtt Lbay ha to ban d*- 
■patcbaiL Software which do** h4 
load may bo rotomed for * r< 
ptaeomrnl cntutt* or dlac con- 
taining ch« tana* poftwat ■ ailhar la 
cu « directly to tha *oftwan 
houta conoeraod, 
3. We try to he hi »*<rox*I* at w* 
m wJlb dttftil t of prica, cornpati - 
bUity ud dUk availnWHty, tat 
tantfo* accept liability far hay 
oTYot » that exoap in. 




OVERSEAS READERS WELCOME 



ftaadra Ln tho Republic of 
£ft£LAJTE can ardor any of t*vo*# 
o/oodv; at tha umo rat** ** Britith 
mMic** p*OTid#d that payraant la 
mnda im poandt Storlino;. if yo« 
wtah tfl pay Jn Irroh pound* you 
mufti add a HR£.S0 iuicharf* KM 
addition to tJInwlno; for .«» 
cwwnt oxchaagr* rite - taatV 
what it cont» us io p*y in ya«T 
sno^rtia* ot portal ordon r 

ft«*d«i* olaowhora in 
EUROPE moat add £1 par noftirfcre. 
Umm to rho co*t of thai* 
Payment mnal bo in ponn^ 
StexlEno;. 



St?n<* this tow plu apaym^t lo'. A A Ma» Ord*f, 13 Plnowood Dflvfl, SoiwrtM, Som*f sfi, 1 6JP 



MAIL ORDER FORM 



Name 

Addre&s., 



- f r i i f ■ ■ ■ liqv |M 



,,T0!ephons no, (f poss)* * 



ill i'fc fc + * I 



. . . . . 



Post code 



Machine owned: |~|CPC4&4 □CPC664 DCPC6128 nPCWSSSS _JPCW B51 2 

EnEirth* prog^feint ygj #lih in ihi Kr uc«ia h*low Lndrr PHICL? you muil *nt«" thf r*Uil prfca. If you ■out hi mor* IKii^fiv* dtfnt. 



SOFTWARE TITLE 



SOFTWARE HOUSE OJSC/CASS PRICE 



1 

2 



PRE- Dl S COU MT TOTAL 

Tipfc fln»pl ItafaBt^gMieoflJIftg te yov PR£^Q«SCOWT TOTAL *nim In* nurrt>«r4*} *njf fl ^*J V*" tn*#fttitHd tetUirn 7 " 

] Undof £5 f" €S-9.99J enck>» a 50p efiacourri voucher. [7l£l^14.99. 1 enclose a C1 (fisooum vouchef . 

_ £15-19,99, 1 GndoseaEt discouni vouche rand claim froo gilt number . f Second dioi o 1 

[~] €20-20.99. 1 efKtose a £2 discount voucher and daim free gift number^ . (Second crioicq J 

[~~1 C30 -40.&3. 1 enrir>&fi a £2 disoeunl vouchef nnd c^aim a T disc' OR frco fills' Nos. and r (3rd choice .) 

Q Over £30, I unclose a £5 discouni "/oucher and claim a 3 M disc* OH Tree b^Ls" Nca. and {3rd choioo ,J 

TOTAL PAYABLE. TOR MAIL OROER ( - P RE-DtSCOU MT TOTAL minus discouni): [£_ 

Add 1 ha 101*1 14 tto «n>wui| p*y»bl» on pptcJal *H*r » «r^^r«d »n IftVOTO* oM». 



Half Price! 

HERBERT'S DUMMY RUN, 
BOUNTY BOB STRIKES BACK 
& THE DEVIL'S CROWN 

Three caiiette games reduced from £9 + 95 to just £4,95 each 



Herbert's Dummy Run from Mikio-Ccti was 
an AA-fiave in our December '33 issue, 
with an AA-Ralmg of 81 per cent , Bob Wade 
reckoned Lhat "The graphics are every bit 
as good ai Everyone's a Wally and even 
more colourful, while the gameplay and 
tasks you lace are just as absorbing,.. 1 

Another AA-Kavo in the same issue 
was Bounty Bob Strikes Back from US Cold. 
This: one got 84 per cent, and was the 
aufrctirtOtf to the 'original' platform game 
[/Miner 3CH9 fc er T glaring the same Bounty 
Bob, Pete Connor reckoned it was 'one of 
the best I've ever played 1 , and Bob called it 
A truly superb game 1 , bo it can t be bad. 

And finally p Th& Devil's Crown from 
Probe Software achieved Rave status in 
November '85 with 87 per cent. This arcade 
adventure is reminiscent of the acclaimed 
Sorcery, but is set aboard a sunken pirate 
galleon. The aim is to recover seven jewels 
Lrom the bowels of the ship and replace 
them in the Devil s drown, which H won't be 
easy to complete', to quote Bob from the 
review, It features stunning graphics too 1 
and is a real bargain at less than a fiver! 



Save £5 on... 

PYRADEV! 

fust £24.95 on disc for any CPC model 

'The price is very reasonable considering 
what you get - a complete development 
system 1 , is what Andy said of this package 
at £29.95 from Gremlin Graphics. Imagine 
what he would have said if the price had 
been a fiver lens, but that is just what we're 
offering you. 

The package consists of five separate 
modules. First is an Editor for creating your 
source code, followed by a powerful Ae- 
sembler ottering everything you could 
wish for. and allowing you to write (he 
resulting machine code on your disc in 
either AMSDOS or CP/M format. Next 
comes the Monitor and the Disassembler - 
b a similarly thorough piece of work" - to 
help you debug your programs; and finally 
Disk Nurse provides a powerful utility for 
inspecting and modifying the contents of a 
disc. 

All in all a powerful package for any- 
one interested in professional programm- 
ing, whether a novice or an expert. And a 
price that's hard lo beat! 




|| Save chaos! 

MAGAZINE I 

Only £3,95 

You asked for Ihem and now you've gol 

I them. No more piles of Amstrad Actions 
cluttering up your living room carpet and 
getting, sob, battered to pieces in Hie pro- 
cess- Instead a superb,. CUStonvbgik binder 
specially designed to take IS copies of AA 
and preserve them in pristine condition for 
prosperity (and easy future reference). 

Save upto £4! 

GREEN BERET 

Just £6,95 on cassette and £1 0.95 on disc 

An AA-Rave only last month, and already 
it's high in our Top Ten Charts! Green 
Beret from Imagine is one of those games 
you just can't put down - as Andy said. "It's 
got real two-fisted arcade action that you 
[uat can i tear yourself away from 1 . It in- 
volves fast reactions K and quick thinking too 
as you pit your commando against the 
enemy line*, The action come* in four 
stages, which get harder and harder all the 
time. It got an unreserved Have at £E-$5 and 
£14.93 on disc - at our price* it's 
unbeatable! 



SPECIAL OFFER FORM 



Fill in your nam*, address end machine lype on the reverse of Ihisform. Then place a lick next lo those items 

you wish to order. 



1. Speedking Joystick 

□ Just £9.99 

2.3DStars1rikell 

□ Cass £6.95 

□ Disc £10.95 



3. Pyradev 

□ DISC £24.95 

4, Green Beret 
D Cass £6.95 

□ Disc £10.95 



5, Jack the Nipper 

□ Cass £6.95 

□ Disc £11 .95 

6. Half price offer 

£4.95 each on case 

] Herbert's Dummy Run 

I Bounty Bob 
O The Devil's Crown 

& Magazine bi nders 
£3.95 



8. Subscription 

□ 12 months £16.50 

9. Back issues 

Numbers £1.35 
Number 4 £185 
Number 5 £1.35 
Numbers £1.85 
Number 9 £1.35 
Number 10 £1.35 
P Number 11 £1.35 

(T'wsea'Cl .55 induce a cower 
mourned eas&ere containing syjerb 
game software) 



TOTAL NUMBER OF ITEMS TICKED 



□ 



TOTAL AMOUNT PAYABLE ON SPECIAL OFFERS £ 



SUBSCRIBE! 

Ensure that you get the nest 12 
copies of Amstrad Action with 
the rniiumum of fuss. E1S.50 will 
make auit? thai n-vr-ry jsiue 
materialises on your doormat 
without you having to lift a fin- 
ger 



lcncJof,(i acheque sr postal order for this am out, plus the total payable for mail order on the reverse of this 
form. The payment is madoourio FUTURE PUBLISHING LTD. 



These binders- Inafc every bit as good 
as (he magazine, and include the name 



Save upto £3 

JACK THE NIPPER 

Jiiit £6.95 on c Annette and £1 1.95 on disc 

Just him to page 42 of this issue II you want 
to know what we thought of this excellent 
Gremlin Graphics game. And just look at 
those graphics - full cartoon colour and 
carloon action. Help Jack make life difficult 
for the grown-ups smash those plates, 
fuse those computers and submerge the 
launderette in soapsuds; but don't get 
caught or you'll get a tore bot. Relive your 
childhood and save pounds too. At £8.99, 
and £14.99 on disc, these games were 
good At our prices they're beautiful! 



PLEASE NOTE 

■ TfcflH* pfJtria axf nepanile from, the j 
nut of out mail arcUr acaeme> You j 

; cannot us* the toucher* e& the 

! mail order pags 1o obtain farther 
ditccnuitii and fro* flif tw - ws'vs 

; alzeady knocked off the ntosl ws 
can! Ho waver IT you prefer, yen, 
may ortfe* any of the items on thi* 
at t^eif nORMXL FULL 
TOICK through 1Kb ordinary mall 
OTd*t ucfreme an lite previous 
page, Ye* eu the* v,ee the relev- 
ant vouch *r audi if tit* priea Li 
over £15 claim a free gift, Thi» 
could, make lease £1 ye* are Offer- 
ing otfcter goods at the same time. 



Amstrad Action' erubgjs^d in blocked 
Newvap Cold on the spine. Individual 
magazines are held in place by being 
slotted behind one of 12 wires 

Loyal readers, don't delay. Request 
your binder right away I 



Save £3! 

3D STARSTRIKE II 

Yours for just £6,95 on cassette 

Just a glance at this month's front cover 
shows you how much we rate this game. It 
offers slixnning 3D space combat in a style 
reminiscent of Elite, but those vector 
graphics axe filled in with glorious colour! 
"Hie aim of the game is to break through the 
enemy's defences, destroy the central re- 
actor, and escape fast. But there are a 
variety o[ plane-Is, each with ever more 
powerful and varied defences, each of 
which have to be destroyed. 

The defence of the galaxy is in your 
hands At £8.93 this game merit od Master- 
game - at £8.93 it could be yours. 



Save £3! 

KONIX SPEEDKING JOYSTICK 



You rs for j u st 19,99 

This is the stick that won enthusiastic praise 
in our April issue, and this is the stick that 
we use in the AA offices for all our reviews. 
Unlike most joysticks which work best 
standing on a table top, this one is cleverly 
designed to fit neatly in your hand with 
your index linger comfortably over the fire 
button. 

Chief games-tester Bob Wade wrote of 
the Speadkmg: The grip is very comfo- 
rtable and should enable long hours of 
play. ..the internal contacts are micro- 
switches which give a positive clicking 
action. This makes it ideal for platform and 
waggling games, but it is also suitable for 



many others. 1 

The Speedking is bull! solidly and 
should stand up to months of use - ours is 
slill performing as good as new even after 
several gruelling issues of A A 1 It normally 
sells for the bargain price Of £12,60, At 
£9.99 it's a steal. 




L 




T T 



PUZZLER 




Two very nifty and very different programs this time to keep your type-in fingers nimble. 
L&tter Puzzler is on interesting variation on a very old game that can keep you puzzling 
through to the next issue, while Manuscript could save any musicians a lot of money! Keep 
them coming, but don't forget our new form* 



LETTER PUZZLER 

Another game this month, but you'll need to use your brains a 
biT more on this one. You know those little plastic pussies where 
you sbdo little lettered tiles around to make words? Well, this 
brain-taxing type-in gives you the same kind of puzzle on 
Arnold only bigger, sis author, Simon Watson from St. Austell 
in Cornwall, wasn't satisfied with the usual 4x4 or 5xS grid, H£ 
went for a huge 8x8 grid, and that means 63 tiles to get in the 
fight order. 

The program scrambles the tiles in a different order each 
time you play. You then have to unscramble diem using either 
the Cursor k^ys Or a joystick, 'Up' will move a tile up into the 
empty space, l left F will move one left, and so on. The screen 
display shows you not only the order Ihe tiles are In now, but 
also the order you have to get them into and the time you've 
taken so far. 

When typing the listing in be sure that you finish line 460 
properly, 11 ends with a comma, a space and then a second 
comma. That's about all you need to know for you to use the 
program Nov/, the sooner yon get typing the sooner you can 
get puzsting. What axe you waiting for? 

MODIFYING THE PROGRAM 

If you've played the program for a little while, you might like to 
try making a few modifications to it The nice thing about type- 
ins is that you can usually alter them without having to be an out- 
and-out hacker. 

The lines 330-46Q hold the data for Ihe words formed by the 



puzzle. If you decide to change them, bear in mind that they 
must all have eight letters and the last letter of the last word 
must be a blank. Using numbers p lower case letters and other 
symbols, you could make all the tilfes different. If you think this 
would make the game a lot harder, you're quite right - in fact it 
would make the thing impossible roughly half the time. Because 
of the way the thing works, you should always duplicate a few of 
the tilea. H you make the last two identical p this' 11 do the I rick. 

You may have noticed that you always get the same 
sequence of puzzles the first time you use the program after 
resetting the machine, U youVe saved the program to disk, 
you'll be able to check this out rather quicker than cassette 
users could. This repetilion happens because the game doesn't 
seed the random number generator - it doesn't have a state- 
ment of the form variable =RND(iieg#tiYe number) anywhere in 
it, in othex words > You'll probably have to experiment a bit to 
get this one to work the way you wa.nl, though. 

The most obvious modification would be to enlarge the grid 
- to 12x12, aay. To do this you'll really have to modify the 
program quite considerably. Aside from some cosmetic alter- 
ations to the graphics, for the must part you 1 !! just need to 
replace 8 with 12 throughout. Obviously, not every occurence 
of the number 8 is a reference to the grid size - the reference in 
line 100, for example, shouldn't be changed. 

Similarly, there are some references to the grid size that 
don't involve title number 8, In line 380, 'X% = T should be 
changed to 'X%-ir for a 13k 12 grid. You*!! just have to look 
through the program carefully for this sort of thing. 





its ' 

2t& 1 ## TiLt ftame *# 

30 * #### 

40 * by S, Wit son 

30 MODE I i INK 0,B;EOTDER 0; INK 1 * 2£x INK 2* 11 1 INK 3« 3*0114 L 

60 IrifNDOWttlj 16,32,5,21 iPAPERtfl f 2lCL8M I ilrfTNDCJUliZ, 2, 1^,8,1*5 
PAFERH2, I iCLS#2 

70 Mil 3 f 1 2, 9, I Si PflP£fW5, 3» CLSH^-t W I NDQWN4 , 1 6 1 32 , 1 f 3 i P 

AFEKW4, I iCLSM 

S0 PEN 3 1 PAPER 2 1 LOCATE 20, 3t PRINT" Joystick" iL£)CATE 27,13: 
PR I NT " or " LOCATE 2 0 , 1 2 s PR I NT "Key b oar d " ; LGCA TE 13,16: PEN t 
?PRINT" £KAJ)?" 

90 IF INKEY<45) >~1 THEN K £ 1 > *?72 : K C 2 ) »=73 : K4 59* —74 : K f 4 J -75 i SO 
TD 120 

100 IF INKEV £37.i>" L THEN K< 1 > ^0 :K< 2 J =2 xK C3> =3iK< 4) -=1 1 GOTO 
120 

110 GOTO 90 

120 RIGHT^EiCLBil cLUCAlL IV, I ^ ■ PEN 3;PRINT"'F LEAS E 1 ' i LO 
GATE 2l T 16;PRXNr ia M A I T" zFQR N = 24S TO 504 STEP 32 1 MOVE N t 
70 : DRAM N, 324: NEXT s FOR N-70 TO 34& STEP 32 : MOVE 24£,NiEHAW 
304 t NsNEXT 

130 &QS1JB 340sCL5#4jPAPER It PEN 0: LOCATE J 7* 2 1 PHI NT "T J WE S 

140 FOR Y5i=l TO 8: FOR XX*} TO 3: LOCATE Vfc+9i PAPER StP 

EN 21PR1NT S*tXX v Y%) sLQCATE < * X-2> * 1"5, . ( Y7,*2> +4sPflPtft 2iPEM 

3&PR1NT L*£XX S YZ) i NEXT: NEXT 
150 FOR YK=1 TO 8: FOR X*=i TD Bi IF L* i XZ. f YX ) -Si*f XX, YfcJ THE 
N RIGNT=RIGHT+1 



r 






m 
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160 NEKTsNEXT 

170 FDR YX=J TO 8? FOR TO Si IT L* ( Xtf , Yfc> - » " THEN AE=X 

XsB^YEiSOTO l^fl ELSE NExr:NEXT 
ISA END 

19© PEN liPAPER a=LQCATE 10, 23 : PRT NT w Pr«*» SPACE to itarf 
iWNSLE 1NKEY*< > fc| WEND ; LOCATE 10* 25 tPRINT" 



:PRINT CHR*€71 



AND 
AND 
AND 
AND 



V5MS 
Yfc> 1 

X%> 1 



THEN 
THEN 
THEN 
THEN 



A'/.-XX:BX=YX+l 

Afc«X%+l iBX*YX 
AX-XX-I :B»YX 



TIC, 2> i LOCATE ZtPAFCft i :FEN 



20d PAPER 1;PEN 0: LUC ATE 17, 2: PRINT" TIME s 
;TIL=T WE/3&0 
210 IF TNKEV(K<I) > >-l 
22a IF INKEVCK42>>>-1 
23© IF INKEYtK<3>> >-l 
24T» IF ]NKtY(Kl4J > >-l 
2f5e TICKER*HOUNDC <TIM£/3<ZW> 

(9 i PRINT TICKER 
2A0 IF AX=r/. AN II 07, Y5L I HEN 2i0 

27SS SOUND 3, I4 t .l f l4iA»^L»* AX, BE* i fl*^S* < AX, B + ii J iC*»S*(X*, VX> 
Site IF A*«M THEN f<I6HT^RI6HT-I 
29ffl IF A*-C* THEN R I G>HT=*R I GHT + 1 

L*< KZ, Y%>=A*iL»CAX i BX>= M ' i PAPER 2 J PEN LOCATE fX%*2> 
+ 15, SVX*2S +4 SPRINT A* a XK=AX s Yfc^Bfcs LOCATE 1***23 + IS, < Y£*2> + 
4 i PRINT " ■ 

310 IF RIGHT-&3 THEN SO TO 470 

320 FOR TO 4s IF INKEY < K c N/.U > -1 THEN GOTO 550 ELSE NE 

XT; GOTO 21« 

S38 TICK&ft-ROUND£ CTIi1E/300)-TrC ( 21 iLGCATE 23, 2 1 PAPER 1 sPEN 

H: PR INT T I CKER i GO T U 320 
"40 RESTORE 

350 FOR Y»l TO ©iFOR XX- 1 TO SsREAD A* i L* ( XX, YX > = " "iS*(X 
X t YXI =A1 j NEXT : NEXT 

3£,0 fUR V/. 1 TD 3: FOR X7,o 1 TO S± A*=5*( XX, YX> 

370 AX^iNf (RND*8>+1 a £tt= INT ( RNB*S>>1 1 IF L* TAX, ±tt M > " * THEN 
370 

ja» L*CAtt, B7.j*A*;IF XX=7 AND YZ=e THEN RETURN ELSE NEXTjNE 
XT 

3^0 DATA A, M, 5, T* ft, A, D, 5 
40B DATA S^jE^Jift,^^ 
410 
42a 

44a 

450 
460 
470 

:INK 3, I NT ( ftND*26> * 1 zftEXT 

480 IlSiC I, 26 SINK 2, 11; INK 3, 3sCL^H 1 jCLSH 



DATA J f 0, Y,S t T, I,C,K 
DATA H # A, R, D, W f ft v ft T E 
DATA C, A, e, r. r,E 

DATA P, R p I,N P T,E T R,5 
DATA K,E, Y,E,0, A,R^I3 

jJA tA n^.N, I,T,0,R, , 

FOR N-l TCj itftollNK I, 1NTCRI\JI/ii2£M 1 ; INK 2 , I NT ( RND*26 ) +i 

?:CLS*r.tC-OT0 S0 









MANUSCRIPT 

Just a tide extra for all you music lovers qui there, courtesy of 
Colin Pow®U+ If you've got a DMP2O0O or Epson-compatible 
printer you can uae this li&img to chum out cheap manuscript 
paper. All you have to do m pop a sheet of blank A4 paper inlo 
the primer, make sure the printer's on-lint*, and run she 
program. How useful it is depends on how much manuscript 
paper you get through, but you've got So admit it's a bit 
different. 



10 REM MANUSCRIPT CREATOR 
20 REH (c) COLIN POWELL 
3fl REM *## JULY 

40 PFflNT*3 t CHR*C27) ;CHR*t49) £ 

50 pRlNT*S f CHR*<27> ;CHR*t43> jGKRfl 1> \ 

£0 PRl«T#S > CHR*i27> ;CHR*tfe9l ; 

7® SOSUE 17© 

TO ia 
TQ 3 




80 FOR stave^i 
9% FflR lineal 
100 PR I NTH S t " 



" =REM! 79 SPACES 



110 NEXT lint^Ei 

1 20 6QSUE 170 

130 NEXT vtavli 

140 PRlNTH^tHRlf 12h 

15* PR INT#8 1 CUR* < 27 > ; CNR* (64) 5 

160 END 

170 FDR *.p*c&=l TO S 
1^0 PftINT#B 
1*90 NEXT b^irr 
200 ftETURN 



SENDING IN TYPE-INS 

Wo 1 ^ always pleu«d td'-got- 
prograttuc for the type-ma 
p«gesp and we pay for those we 
P^blWi, tt lot 
easier for ma if you use the nifty 
Type-la* Form on page 94. It 
ahm cuts down trie rbk q( thfe 
cant^SE Old type inn tidUor los- 
ing your addre» # your 
program, or both. 
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CAN YOU SOLVE... 



THE VERA CRUZ AFFAIR? 

Find out by entering our great competition for this new 
game from just across the channel 



The Vera Cruz Affair, or L'Affaire Vera Cruz as 
It is called by French publisher infogrames, is 
at present a totally French game, and as a 
graphics and text based adventure, that 
makes it pretty hard to play u n less you r French 
Is pretty good. But fear not, we are giving you 
the chance to win the first five fully English 
copies to come of ft he production lines when it 
is translated. 

And that's not all - for the first 50 entries to this 
competition will receive a voucher worth £3 
that can be used to buy any Infogrames title 
from the pubfisher There, what more can we 
do for you? 

The game's pretty good to, as you will 
see from Bob's preview on page 59 of this 
issue. The Vera Cruz Affair is basically a game 
of -detection. The opening screen, and a work 
of art it is too, shows a dead body and various 
clues as to who did the dastardly deed. Using 
the police computer and all your powers of 
deduction it is up to you to solve the mystery. 
This game certainly looks a little different, and 
we look forward to reviewing it in the next 
issue. 



The Competition: 

All you have to do to win is answer the 
following questions correctly. The first five 
correct entries out of the hat on September 
12th will receive the first five English 
translations of The Vera Cruz Affair, The first 
fifty will get a £3 voucher against any 
Infogrames game ordered direct from 
Infogrames. 

The Questions: 

1 . What is the significance of July 1 4th to the 
French? 

2. Which famous French footballer plays for Italy? 

3. What is the name of the arch built for Napoleon to 
celebrate his victory entry into Paris? 

A, In what famous event does the yellow jersey play 

an important part? 

5. What is or are Boules? 



Entries: 



The doEiing date for this 
competition Is Friday 12th 
September Entries should be on 
a po&tcard or the ba<* of 9 sealed 
envelope. The address Is: Vera 
Cruz Competition, Am air ad 
Act ion , Th e Old E3 a rn , SomsrtO n p 
Som*r*e1TA116AH 
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YouVe always known that Mirrorsofr produces high-quality Amstrad CPC games and ctiildrerts 
software - but did you also know tfiatthe entire range is available by mail order direct from our 
warehouse, with no extra charges for postage and packing?* 

We accept cheques, postal enters, Access, VISA, and American Express cards. Please allow 28 days for delivery. 



GAMES I EARLY LEARNING/CHILDREN'S ENTERTAINMENT 



ASHKERON! 

Challenging text/graphics adventure 
BIGGLES 

Sopwith Camels and police helicopters! 
BOULDER DASH 

I he alt-time arcade strategy classic 

DYNAMITE DAN 

A platform gome with reef style! 

SAI COM BAT 

Martial arts with a new twist 

SPITFIRE 40 

Retire the Bathe of Britain 

STRIKE FORCE HARRIER 

The ultimate flight/baffle simulation 



Tape DisH 

£6.95 N/A 

£9.95 £14,95 

£9.95 £14,95 

£8.95 £13.95 

£8.95 £13.95 

£9.95 £14.95 

£9,95 £14.95 



FIRST STEPS WFTH THE MR MEN Ages 3-6 

Fun for the youngest pre- reader 

HERE & THERE WITH THE MR MEN Ages 4-7 

Early Logo skills for little ones 

CAESAR'S TRAVELS Ages 3-9 

Animated storybook and software 



Also ova i table: 
BIGGLES: 



SAt COMBAT 

SPITFIRE 40 

STRIKE FORCE HARRIER 

COMPLETE COLOUR CATALOGUE 



Posters 
T-shirts 
Scarves 
Posters 
Posters 
Posters 



Tape Disk 

£8.95 £13.95 

£7.95 £12.95 

£8.95 N/A 



Free! 
£3.95 (SML) 
£4.95 
Free! 
Free! 
Free! 
Free! 



*Free postage and packing applies to UK and BFPO orders only 




MIRRGRSOFT, DeptAM, FREE POST BS4382, Pa u Hon, Bristol BS18 5BR 



THE ALL-IN-ONE ACTION 



FORM 



This form has been created by the Save-Your-AA-From-Being-Overhacked-Department. 
You can use it to register your votes for Games and Serious Software, or to send in your 

Type-Ins, without loosing any news or reviews. 



GAME CHART VOTI 

1 would like to vote for the foil 
GAME 

1. 


NG FORM 

owing games: 

SOFTWAREHOUSE 


VOTES OUT OF TEN 


2. 






3. 






4. 






5. 









SERIOUS SOFTWAI 

I would like to vote for the foil 
PROGRAM 

1. 


=IE VOTING FORM 

owing packages: 

SOFTWARE HOUSE 


VOTES OUT OF TEN 


2. 






3. 






4. 






I 5. 












You can help us out at AA. and give your typo-ins a far better chance of being published, by filling 
out this form and wrapping it around your cassette with a rubber band. It would also be an idea if 
you send it in a jiffy bag as an awful tot ol cassettes arrive here damaged. 

Name 

Address 



Postcode. 



TITLE 

DESCRIPTION: 



/ hereby declare that the program on the attached tape is ail my own work, and that it has not been 
sent to any other publication, nor been published in any form, or submitted to a software house 
for consideration as part of a commercial package. 

Signed Date 



□out doubt the A mstrad lana^f commiteisJ 
rapidly est abMiing aiself at the forefront of « 
persona] rnjtni industry 

In response to this trend. US. gold have produced a 
senesofstunningctfrtv^ the 
best features of the Amstad micro 

Here ate four outstanding classic swsr-rt from our 
ever mere aSuignuige that Will enhance any ^Jtrware 
cotfecttOD 

Dlreci nrom America comes LEADERBCAftD: 
a golf simulation that Is truly stale of the art. 
and has already received critical KcEaim Tttis 
Is what££AP64 bad to say- ""Quite honestly 
L EADERBQARD nukes alt othit gott timula- 
1 toiis fook c flimsy and antiquated in con> 
panson. This IS iht sports Simula) ion of 
the year-ifnot p he decade^ 



ff&uisge mejrt skdl to ensure the physical and economic 
survival d tise F5W TRADING COMPANY? 

Dfrec! from the arcades of Amenta PJ MASTER 
will rest your skiils TO the limit . Mart sat art apeits j ad 
demomof every desc npt ion are vcur obstacles mthEfafit 



paced toJm -MKintbnlleL Touavc! i hrougii the Wiaad 5 
Tf mf-Je ar-d rescue the fair maiden van must avoid 
demons. dnaonJL snakes am) k &et bees. Beware of 
twrftin wielding hencinnen aud defear each of Use 
deadly guardians to advance to each cf the fswe floors. 
Your only defence is your raartta] art skills 

LAW OFTHE WESTS astoandtne tnteiactive adventure 
puts?ouaghf mti^in^dkdliijwlenioy Vfei nct*a?t 
As the sheriff of Gold GufcK as tough a Wild West cow n 
as til e re ever was you'll haw all you cad do to sari w 
d sundown 

Stand tng jn votir way will be all manner of harcl- 
case gurainpts and desperados tooki ng to rah 
the bank tun [Quj^isfaod ovei innocent 
now r^peoplt an Jpbni you to Boot Hit? 

jtf Uitia> large graphs and Mcltke action 

deliver ewtement so rea] yot: can 
almost smell the gtinpcwdecl All 
these games *>te JvaiUblc now 
especially for the Amatradat beites 
computet RTOrtsL nabomvi'.k.* 



BOARD 



disk £14.95 
cassette £9-95 




m 

a 

I 



P-Y-R-A-D-E-V 




THE 

COMPLETE 
AMSTRAD 
UTILITY • 

I 

m i 



PYRADEVhms* 
of Rue programs 
tthfcb coOeclfrety 
provide a secure and 
com fori a He on vir an merit 
for (tie doHt>pn>tnl of 
AM5DQS indCPM 
software on Lhc Amstrad 
machine* mentioned above, 
Hsiiis cIh- DIM dbc fysictn. 
The system h AM&UQS based 
and ikx* ntu rcfjulrc e*Lni ROM 
or HAM . It hIJI support ln/jtf 
programming project on iiflglt or 
toufrte drive ti stems and ronsfei* 
of the following programs* 
A m> rut full mtwi SOURCE 
FI LE EDITOR 
A inuHt*nk Z80 MACRO 
AS8t.MBI.KR- Linker 
A powerful debug MONITOR and 
IHS-A&SEMBE.EK 

A frieeidlj and easv (o tuelHSC- 

MJBSE 

A romprehensii e HLE MANAGEMENT 




MONITOR 




THE COMPLETE AMSTRAD UTILITY 



The EDilUR uses It* special disc read Add vtitt 
rtHJtlm^ tnapKhf litrge fiks iup Id 32,30ft hjftes) la be 
quirk! ;> HAwd und rdii«f1 . 

Cod? fun be searched P replaced f cMLcred, debeled, moved* 
copfrd, trrnqred iacro& fllc^l. In addition, fifes rail be 
mued T reaamed. deleted und v> ovu 

The tt&SEM&LEfi alio** up id 32 fik* to he 

selected in * stable awmtofy. I hey can Lu- 
ck* different discs (if two rfrivta are 



used) allowing up lo of wurw code utwui 5 discs) 
lo he processed into * jsingk- binary fUe. The Assembler ii 
my fibi t prucatifog dp to 44,000 wnrce code ch ar a cl cri 
a micnJir on <h1Il ^ iiemv 

Ttettlf-refottlint MOSITOK lend. trap, iina>e 
sfep, dtn*bk fiiep. mudK> and write code haci to dkc In 
addition ROMS can be sefecfed und s Eudied . 

TteDtSC-flttRXEIwrik* sj*i*«i, data and IfiM style 
disci, File *«ior* can be hcarcfted, vj^wrf, printed 
nuHiiffcd and re>*titfrn. 

Tltt wanh cflu be esleiufed to lhc whole disc if required. 
Pminosjv dcJeled (Ufeoaa be re-cbdowd ir Mib$t-qiieftf 
sector aJtocatiott fo -as not corrupted the d&tiu 
The UTILITY l rde-oinaagcr) program prairie* d*f«orj 
dHptay , erase, rename, copy to/from drew mid tape all in 
a ringfe sod taajr to u«c prGjjninK Input file timders 
art- nfonv*. di^piayeO md pnArvt'Myn can 
inserted or removed In all copy 
opera Hons. 



For dial* tttat are not convrtAnt vtHU Out mndfkailons 
of DiacniiH^ude pro^rminrniDfj, included in lhc parfragt' 

a !f ¥L-=u h arcfiofl ^itlt a rnnipJrfr * laiti^tr of atU 
ZSO Hi5lrufiJ»n\ und variou* ie*i prognum to hetp die 
uirr fajnlhiarKr kttuwlf tih thv runrfwnfdg of 

£29-95 



DISCOVERY SOFTWARE 
Alpha House, 10 Carver Street, 
Sheffield S7 4FS 
Tel: (0742) 7S3423 

Gnrnttn GwpMrc Jr*ft»«re I Jmir*d 



DESIGN 



a 

CD 
Z 



TAKING. 



..TIGfR 



THE ODDS ARE 
AGAINST 

You'll have to plan for the future 
and use your tactical skills to 
take the attack-tank through 
to 'TIGER MOUNTAIN': 
"TAKING TIGER 
MOUNTAIN" is in 3D colour, 
set in a reaf-tirne battle 
environment, which makes 
it the most advanced 
battle simulation 
available. 

For the AMSTRAO 
CPC Range. 




THE COUNTDOWN 
HAS BEGUN 

One man stands alone to defend the 
ultimate weapon "NEMESIS" from 
the Andromedan robot forces. 
He has to escape with the 
"NEMESJS" intact, or start the 
countdown to self-destruct. 
Time is running out, every 
second counts. . , 

For the SPECTRUM and 
AMSTRAO CPC Range. 

Selected "Design Design 1 titles 
are available from ; - 



wooummm w h smith 

and all leading software 
stockists, or direct from:— 




Design Design Software, 

f2S, Smedley Road. Cheetham Hill, 

MANCHESTER M8 7RS, 

Trade enquiries: 061-205 6603 



Theutiuty 



„ 3" DISCS 
U*ufty Avails 

* &9*00 for to 
mc, P, & p 



DISCMASTER VI -Qh 



OtmiUttO*" ... i ww 



S£ - - - **** - 

ONLY £1 9.95 



as ^ ■sssszs eks c ^ 



SUBJECT TO AVAIiAEH (TV All ORDERS DESPATCHED TH£ WQflKING DAY AFTER RECEIPT 



Ait prices include P&P and VAT, Send cheque* Postal 
Order or Credit Card No. Credit Card orders accepted 
by phone. Caftets welcome. Wide range afg&ods 
stocked, Trade enquiries welcome. European orders 
send price as advertised. Outside Europe £2. 00 for 
airmail. Matt order to Evesham please. 



EVESHAM MICROS 

T«l: 0386 41989 



MICRO CENTRE 

COTTERtDGE, ffmmfWHAM. 

Teh 021-458 4564 



In Australia <0iitacE MICRO ACCESSOHIIS of S^,, 39& Person walk. SmithfreJ<j. South AuSTfali? 5M4. 7ti (08) 254 6284 




MS 



CRESC 



oscmr 

ENT. WES" 



DISCOUNT SOFTWARE 

WESTCOMBE PARK, BLACK HEATH 



i Drd*ra/#nquirJ«« 

Miiw-atMiii. 

ALLP^ICIS INCLUDE flTEE FAST QELIVEftriNTHEU.K.ONLV PL£AS€ ADD 
70 P PER TAPE ON EUROPEAN ORDERS AND 1 00 PER TAPE ELSEWHERE 
Hmw f itlM ■ rri v< ng *v*ry day. pl«M f ing fard*t«il>- 

^■u-ig Fu Mi-dw 

V. ^ ^ 

aimlrflW 



SAW 

M*1 W«9*i_ , 

lin** Fnrtfl H nrri> 
T:yr'4.1»«h 

C^uUiot.™^ 

ft^-u. . >o £dor. 
M 

Mttftd 

y-iyrfirw 

^TA»H 



Utff' »7f 
Off S*C* 

IHH KM 

14*5 11 K 

WHY NOT COME AND PICK UP YOUR SOFTWARE PERSONALLY 
FROM OUR 01 SCO U NT tHOP AT 3 IT ATI 0 N CRESCENT, 
W EST COMBE PARK, ItACKHEATH LONDON SF37ER RIGHT 
OUTS I D E Wf BTC 0 M i t PARK RA-ILWAY STATION ON THE 
SOUTHERN REGION OPEN ON SATURDAYS ONLY FROM 10 M'TIL 
1.00 PNL 




Supa Soft Discount Software 



PJLF PftJCE 

i ft f*tl 



111 



lfr*4 fltESBPT -X-t«5- , 1U1 



-V-^^^. vvk'i * _i4«tt HUM 



_!U* ICS >W WCW W- 





t4_ift 


rsrTpwi, 








r • ^ 






j » 

s» 




1 * Si 




. .. JiM 




i_M 90 



7.^ 



7.24 T*x*t*; **4 



AtCD^ 0«l -J.*: 



. 




^t^ UJ ,.„. 

P« tf IlL 


la.aa 


NKJMLMM: 7d E9- 


twetucr ... 




CJkMTQM 


M ii 


w MP - ... ., ■ . Mf 


jt^i-^s-'ftiM _ «M 


— 

*PVK*C« 


UK 



WW 



- nr 
ac W 



7K uwtroKi^ovQMi 



I *Jfr*|A|.«C*',L 1#*4 

-f*» tamftpHL. IrKl 



.id« *2r5 Uft« fA^HT , 1*« 
a as ii-s .t»*4 

NT SOFT.VA Rr, Pt 2.210 HI Z HQLL5 TOWt^ HAS LOW, ^^Cttlltff 



ADVERTISERS' INDEX 



Ambyte 


ibc 


Modem House 


34 


Beyo nd 


75 


Ocean 


]\c 


CSt F Associates 


60 


Odin 


62 


Database 


17 


ShckhanH 


GO 


Design Design 


09 


Siren 


GO 


Evesham Micros 


90 


5 Jd Disks 


16 


Gremlin Graphics 


15,68 


Soft Insight 


90 


Imagine 


3 


Soltek 


6 


Infogrames 


13 


Supasoft 


90 


Logic Sales 


60 


US Gold 


31,37, 


Mertoch 


61 




be 


Micropool 


49 


Vanguard Leisure 46 




MASTER TRONIC 
IMAGO 1 Finders Keepers 
I MAQQ2 Chiller 
IVA0O3 tonterraquous 
IMAO04 Locomotion 

MA005SoulotaRobot 
iMAOOe Formula Ono Simulator 

MA007 On s Man And His Droid 

VAOQ3 Caves of Doom 
'MAOOilntoOblMon 
[MA010 Spell Bound 

MA0 11 The Last V8 
I MAC 12 K^re 
|WA0l3Radzon& 

[UAQU R w A Side Football 

GREMLIN GRAPHICS 

GR0O1 Thing On a Spft rt 9 
6R002 Way of The Tiger 

Super Sleulh 
IgR004 Bounder 
1GR0O5 Monty on The Run 



wwy, AM BYTE has come up with a neat little scheme which will 
solve all of your problems - it's called custom compilation You can < 
have any of the games listed on this page put onto disc and yet you only 
pay the equivelent cassette price for each one. All we « *L* I 




" Z!L,ZJT wwsmre price ror each one. Afl we ask is that your I -SI 
order has two games on it which have a combined value of over £15 00 S*l 
Once you have selected the two games you can order as many others as fc I 

} SLJS^L md Tl P ? X J h * m 0nlc a disc ( s >' wra P * hem «P *»i the It 
« cassette inlays and whisk them off to you 



J 



6,95 
9. 95 
695* 

8 95 NEW 3 

B.9S*NEW 



A MBYTE offers you a fast and efficient 
the chance to get m ore out of your software • 



service 
quicker. 



as well as i 



PSS 

I PS001 Theatre Europe 
PSG02 Battle For Midway 
| PS003 Battle of Britain 
| PS004 Swords and Sorcery 




IREBIRD 

SOOt Rasputin 
irW02 RuoGStona 
|- 304 Costa Capers 

WOSChinrtera 
; FiQ06 Thunderbirds 
- 007 Willow Palter 
1003 DoM Panic 
J0O9 Swbsunk 
10 10 Shorts Fuzo 
IS 'i ^ The Comet Game 

Ji 

MIKRO-GEN 

UKO01 BatiroofThgPianefs 
PKOOS Tlirtse Weeks In Paradise 
|tlKO03 Herbert Dummy Run 

ifF 



jOOt Star Avenge 
KU0Q2GaIaxia 
KUQG3 Rock Raid 
KUO04 Fruity Frank 
KUO05 C averns of Mars 
KUOQTArgo Navis 
□003 Renegade 



US GOLD 

LS001 Beachhead 2 
\ v U3002 Impossible Mission 
\ US003 Winter Games 
US004 Return to Oz 
USGOSBrtieoLee 
US006 Gocnifts 
USOOrZorro 



7.95 
7S&' 
795 

7 95 ' j 

3.95 Buntight 
3 9S juSOOdO^busters 

I USOIOKungFu 
159 ^USOti Bounty Bob 

^SWi^Mi a7 

CCS 

CCO01 War Zone 
CC002 Am hem 
CCQ03 Dowrl Rats 

a* 



9.95* 

9,95* 

9 95 

9.95* 

9.95 

9.95- 

9 95* 

9.95 # NEW 
9 95*NGW 
9 95 NEW 
9.95 NE" 



ELITE 

ELOOt Frank Bruno Boxing E.95* MEW 

EU0O2 Commando 9.95* NEW 
ELO03 Bomb Jack 



9 PALACE 




H PA001 Cauldron 


8.99 


^ PAO02 Cauldron n 


0 99* NEW 





ORDERING CPC 6128 / 664 / 464 MACHINES ONLY 

Please rsmembef thai an order can only be accepted It It la for • mSnlmuni 
of two games which haw* a combined value oM S pound* or mora. You can 
arcter as many flame* as you titae and the artier can be made 01 plain paper so long 
as t iftdudot the details requested tn*tow. Garnet manted wftti a * (aptai) wan 
not available when wt put In* catalogue together. Please phona (02T7) 
220573 and say that you are making an AM BYTE Enquiry and give (he title 
ol the game you ant Intervaied In. Yo<i will be told if the gam* La available, 
and II not, edvisad when it might be. 

CREDrr CARD ORDERS WELCOME 




PHONE (0277) 220573 



!*3 



PAARTECH 

MT001 Zoids^ The feHic Etegins 
MT002 Bfian Jacks Superstar 
MT003 Geoff Capes Strong Man 
MT0O4 Samantha Fox Strip Poker 



BRITANNIA SOFTWARE 
3RQ01 Ray Your Cards R^hi 



DESIGN 

|CO0C2D»kaar 
■D003OnTheBuit 



ALLIGATA 

AL0C1 Who Dares Wins 2 




Cad* Numbw 


71t!# 


Price 


1 














































































































Total Order Vilu& 









Customer Cod* (if you have 
one please use il, it sav« time) 



Address. 



SSCTTE SOFTWARE ON DsSd 



.Post Code. 



Cheques and postal orders shoufd be made payable to AM BYTE. All 
orders should bu postetf to AMBYTE P ZOO North Seivioe Rd, 
Brentwood, Eeaex. CM14 4SG 




GET YOUR NAME ON THE 

■ j m 



if you have ever bought another goif Quite honestly. Seader board makes This is the sports simulation of the 



simulator - shoot yourself! 
tf you are ever considering it - 
saw yourself a bullet! 

ZZAPG4 




ail other gaff simulations look clumsy year - if not the decade! 
and antiquated in comparison . ZZAPS4 
ZZAP64 




sou; 





And swing your way to a record round 



Wow you can become a goif pro and experience the thrill of 

having your name up on the u Leader board ". 

With this amazingly realistic simulation you get a true 

perspective view of your golf garni, 

As you play on different IB hole courses on 

tevels varying from amateur to touring professional you'll 

need skill concentration and control to come in under par. 



1 LERDERBQRRDj 
t GOLF f 1 




^ *■* n L wti fli-i- r =i{ n onr.'-fr, | ^ 


■ • 









soon for Spectrum 




TEE SHOT 




[ 


rat i 




r 1 









iP' 



Features: 

* Choice of club, distance, type of 
shot {hook, slice, putting) end more 

* Realistic Sound 

* Practice Driving Range 

* Joystick Controlled 

» Multiple 18 Hole Golf Courses 

* Automatic Scoring 



APPROACH SHOT 





mil i -™ . 
FDR % 
CDlMbt 1 


• j 


*<*»* 




ML 8 
It 1 "- 1 - 

ir 



PUTTING 



PHI H 

CuUhbt 1 



r 




U.S. Gold Ltd, Units 2/3. Holford Way, Holford, BIRMINGHAM BG TAX. Telephone 02 356 3388 



